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Well, folks, this is our last issue... before second edition of 
Mutants and Masterminds hits your game store (did we 
scare you. ..maybe a little bit?). To celebrate the upcoming 
release, we've compiled the Design Journals Steve Kenson 
has posted on the Green Ronin Website. It should give you 
a good sampling of what's to come, though not much new if 
you've followed the Journals on the site; just compiled for 
your convenience. 

As plans stand, we're going to be doing articles for 2nd 
edition from this point on, unless we get requests or submis- 
sions that hail back to the glory days of 1st edition. Is it 
still to early to refer to them as glory days? As such, were 
looking at a late September, early October date for issue 
#4, or maybe later depending on when 2nd edition is actually 
released. 

As this is our third time at bat, we are hoping for a home 
run and not to strike out. We're running short on submis- 
sions and the future of the Samurai is in doubt. You can 
help keep this publication alive by writing something up and 
submitting it. After all, this is for the fans by the fans, and 
your help would be gratefully appreciated! 

T he S amurais. 




Down on the Farm is an introductory 
adventure for the Mutants & Masterminds 
Superhero Role-playing Game, designed for 
four PL 10 heroes, although it can be modi- 
fied for a larger group or for lower-PL 
heroes. The heroes must thwart the latest 
machinations of Dr. Simian, who has con- 
verted a nearby farm into a temporary 
base. 

The adventure is set in the Freedom City 
Universe, described in the Freedom City 
campaign sourcebook available from Green 
Ronin Publishing. The adventure can be 
made to fit into most any campaign, howev- 
er, with only some minor tweaking. The 
adventure is mostly Silver-Age/Four Color 
in tone. 
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t> Summary 

Dr. Simian (Foes of Freedom, pg. 62-64) is 
an artificially evolved hyper intelligent ape 
with a deep hatred of humanity. Just as he 
and countless other animals have suffered 
at the hands of humans, so shall he make 
mankind suffer; as he once served at a sci- 
entist's whims, so shall humanity obey his 
iron will. His numerous defeats at the 
hands of superhumans have only fueled his 
"righteous" anger. 

Simian's latest plan is to imbue various ani- 
mals with superpowers and increased intelli- 
gence, creating an Army of Un-Men. 
However, armies of genetically enhanced 



super-animals are not built in a day — these 
things take time, and often a good deal of 
trial and error. To this end, Simian has 
taken over a small local cattle farm and has 
been using the livestock there as his first 
inductees to his new army, setting up a lab- 
oratory in the barn. 

Simian used a mind control device to sway 
the human owners, which consisted of a 
married couple and their twenty-something 
son and daughter. Simian allowed Mr. 
Brown, the patriarch of the clan, to live 
unharmed. Brown keeps up appearances of 
normalcy by going into town to get supplies 
on a regular schedule and similar routine 
activities. The mother and two children, 
however, were far less fortunate — Simian 
used them as the first test subjects of his 
power-imbuing process, which mutated them 
all into horrendous freaks. Using the data 
from these three "guinea pigs," he then 
proceeded to imbue various cows with 
superpowers. 

His first animal subject reacted poorly to 
the treatments (consisting of injections of 
various mutagens followed by a dip in a sta- 
bilizing nutrient bath), and Simian had to 
replace it's failing organs and warping limbs 
with mechanical parts salvaged from various 
pieces of farm equipment and devices he 
found in the farmer's home. Making some 
adjustments to his procedures, he tried 
again. This time, he achieved astounding 
success beyond his wildest dreams as the 
cow levitated out of the tank and shone like 
a miniature star. Successive experiments 
yielded more super powered bovines, though 
none as mighty as his "Cosmic Ox." By the 
time the PC's arrive, Simian will have creat- 
ed thirteen super powered cattle. 



Unknown to Simian, three of his super- 
cattle have not fallen to the anti-human 
rhetoric he has filled all the other cattle's 
minds with. They have a surprise of their 
own in store for their "benefactor." 

(vETTIXG THE HEHOES 
IXYOLYEJ} 

There are two simple ways of getting the 
heroes involved in the adventure. 

In the first, the heroes might be visiting 
the farm in their secret identities. If the 
heroes are part of a "super high-school" 
(like Freedom City's Claremont Academy), 
they may be there on a school-sponsored 
field trip, or they may sneak in after dark 
to engage in the classical tradition of cow- 
tipping. Alternatively, one of the PC's may 
be a relative of the farm's former human 
owners, or is courting one of Farmer 
Brown's children, and has dropped in for a 
visit. 

Alternatively, the heroes may come across 
Farmer Brown on one of his trips into town. 
The heroes may notice something odd about 
the way Brown moves and reacts, almost as 
if he was distracted by something (DC 25 
Sense Motive check to tell that he's under 
Mind Control). If the PC's approach him, 
he'll barely speak and try to discretely get 
away from them — per Simian's orders, 
Brown is only to have a minimum of human 
contact inside the city, since the ape knows 
his thrall won't last under prolonged scruti- 
ny. If the PC's choose to shadow him, they 
can follow him back to his farm, located 
thirty miles outside of town. If the PC's 
try and intimidate him into talking, or out- 
right assault him, the mind control may 
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break — each round of such treatment 
allows Brown another chance to break free 
of Simian's Mind Control. If Brown does 
break free of Simian's control, he'll spend a 
round babbling about apes and his family 
and cows, then plead with the PC's for help 
in defeating Simian and returning his family 
to normal. 

This Actios 

Once the PC's reach the farm, read (or 
paraphrase) the following aloud to the play- 
ers: 

Farmer Brown 's farm appears much as any 
other cattle farm. The dirt driveway forks, 
the right branch leading up to Brown's 
ranch-style house and the left to a large 
two-story barn. A large wooden windmill 
stands to the northeast, spinning slowly in 
the light breeze. To the north and west, a 
sizable herd of cows graze placidly in wide 
open fields. Everything looks completely 
normal.... 

Farmer Brown will go into the house and 
remain there for the remainder of the 
adventure, either "holding" in a fugue state 
or cowering in fear, unless he is forcibly 
removed. The house itself is largely empty, 
as anything remotely useful has been taken 
by Simian and used to create his laboratory 
in the barn. 

Cowmeleon, the Gristle Missile, and 
Kowrate are all spying on the characters, 
with Holstoy telepathically relaying what 
they see to Simian. Cowmeleon hides 
behind the house (DC 24 Spot check to see 
her) and slowly circles it to keep an eye on 
the PC's, the Gristle Missile simply runs 



around the farmstead and trusts in his 
speed to keep him from sight, and Kowrate 
(who looks like a normal bull when he's not 
standing on his hind legs) sits in amongst 
the herd of cows. 

Once the PC's decide to investigate the 
barn, read the following aloud: 

The interior of this barn is not at all what 
one would expect to see. Several high-tech 
devices of inscrutable purpose are affixed 
to the walls and support beams. A personal 
computer, souped up with what appears to 
be various kitchen implements, sits on a 
table in a far back corner. An adjoining 
table is filled with test tubes and beakers 
filled with various substances, and micro- 
scopes and other scientific paraphernalia lie 
strewn across it. By far the most eye- 
catching item in the barn, however, is the 
giant fluid-filled vat dominating most of the 
rear quarter of the barn, and the large 
winch assembly over it. 

The large gorilla sitting in a hover 
chair floating fifteen feet in the air over 
the vat, flipping through a copy of George 
Orwell's Animal Farm, and the assemblage 
of several decidedly bizarre-looking cows in 
the pens along the sides of the barn, also 
strikes you as somewhat odd. Upon noticing 
you, the gorilla lets out a disgruntled sigh, 
"I suppose it was to good to last... Ah, well. 
Know that you shall have the honor of being 
the first humans to fall to my Cattle 
Commandos! Attack!" 

Tight 

Cold Cuts, Leatherneck, Little Big Hoof 
and Untippable make up the first wave of 



attackers. LBH attempts to knock the PC's 
prone and Cold Cuts attempts to ensnare 
them in ice, while Leatherneck and 
Untippable simply charge forward. Holstoy, 
the Swatter and Two Percent will try and 
drive the PC's out of the barn, so that 
CowBorg, Decibell, the Gristle Missile and 
Kowrate can better attack. 

The Cosmic Ox remains hidden up in the 
barn's loft, and stays there unless called 
down by Simian. Farmer Brown's wife and 
children are also up there, hidden in a shad- 
owed corner. Simian mostly hovers above 
and directs the cattle, using his Inspire and 
Leadership feats, and maintaining his force 
field around himself. If he finds himself in 
a vastly tactically superior position, though, 
he won't hesitate to use his Ray Projectors 
to shoot down a foe. 

Plight 

If things go badly for Simian, he will flee 
the scene in his Hover Chair. He will try 
and take as many of his Super-Cattle with 
him as possible, using his Gadgets to create 
a tractor beam (Telekinesis) to carry those 
who are unable to fly. If saving them would 
put him in extreme jeopardy, however, he 
will abandon them in order to save his own 
skin, and plan to return later for them. 

Should Simian be rendered unconscious or 
otherwise defeated in view of the Super- 
Cattle, the Cattle will become divided. Cold 
Cuts, the Gristle Missile, Leatherneck, 
Little Big Hoof, and Untippable will continue 
fighting the PC's (if able), trying to free 
Simian. There's a 50% chance CowBorg will 
continue fighting; otherwise she'll enter a 
fugue state and take no action. The other 



cattle will also appear to freeze in place, 
though it is actually Holstoy using his tele- 
pathic powers to put them all into a group 
mindlink as they decide whether or not 
they should depart now, and whether or not 
the PC's can be trusted. If they decide the 
PC's are trustworthy, they'll help subdue 
the Cattle which are still loyal to Simian, 
Holstoy and the Cosmic Ox will explain the 
situation to the party, and then depart. 

MOIHPTIXG THIS 
A]>V13KTIItt]2 

Down on the Farm is designed as a simple 
adventure for a group of four lOth-level 
heroes. You can modify the adventure to 
suit a larger group of heroes or a different 
style of play, if desired. 

For GM's not using the Freedom City set- 
ting, simply replace Dr. Simian with the 
Mad Scientist of your choice. 

For larger or more powerful hero groups, 
increase the ranks in the Cow's various 
super powers. For smaller or less powerful 
groups, eliminate some of the Cows. 

FUliTHJZH AllYlSXTIJttKS 

Should Dr. Simian escape, he can return to 
plague the heroes at some future time. If 
the PC's manage to subdue him, he will even- 
tually escape, with even more reason to see 
the PC's destroyed. 

In the course of the battle, Simian may 
let slip that he's created dozens of similar 
"recruitment farms" all around the city. 
Simian may be lying, hoping that the PC's 



will go off on a wild goose chase and waste 
their resources, giving him more opportuni- 
ty to enact some long-term plan. However, 
he may be telling the truth, in which case 
the PC's will have many more mutated ani- 
mals to contend with. 

The PC's should, being heroes, try and find 
a way to reverse the effects of what 
Simian did to the farmer's wife and chil- 
dren (I leave it to the individual GM's to 
decide what changes Simian's treatments 
wrought on them, suited specifically to 
their campaign's and player's sensibilities). 
Doing so will require a DC 30 Science (biolo- 
gy, biochemistry, chemistry, or genetics) 
skill check, one for each family member. 
Unless it was destroyed in the battle, the 
PC's can use Simian's laboratory to create 
the treatment. It's up to the GM whether 
or not the family members revert back to 
normal, or if they carry on some superpow- 
er as a lingering after-effect of their 
experiences. If one or more of the family 
members gain some power, they can show up 
in further adventures, or even become 
future player's character. 

If the PC's adventures should take them 
to outer space, they may encounter the 
Cosmic Ox and her Cowncil once more. The 
Cosmic Ox might bring some dire warning to 
the PC's, or the things they've seen in their 
travels may have turned them into 
sociopaths like Simian! 

This Oast or Characters 

Cow Mook 

A perfectly ordinary cow (or bull). It 
stands about 6 feet tall at the shoulder, 
measures 9 to 12 feet long, and weighs 



between 1,800 and 2,400 pounds. 

PL 2; Large; Init +0 (Dex); Defense 9 (9 
flat-footed); Spd 40 ft.; Atk +7 melee 
(+6L/5* reach/crit 20, Gore); SV Dmg +7, 
Fort +7, Ref +4, Will +1; Str 20, Dex 10, 
Con 16, Int 2, Wis 11, Cha 4. [9 for BAB +3, 
0 for BDB +0, 3 on ability scores = 12 on 
Attributes] 

Skills: Listen +7 [5r, +0 Wis, +2 feat], Spot 
+5 [3r, +0 Wis, +2 feat]. [8] 
Feats: Endurance, Scent, Talented (Listen 
A Spot). [6] 

Powers: Amazing Save/Damage +4 [Extras: 
Fortitude, Reflex; Partial Extra: Will +1; 
Source: — ; Cost 4/3pp; Total: 13pp], 
Growth 3 [Extras: Continuous, Innate; 
Flaws: Limited-No Protection, Permanent; 
Partial Flaw: Limited-No Super-Strength 2; 
Source: — ; Cost 6/3pp; Total: 12pp]. [25] 
Weakness: Animal (Mute, horizontal pos- 
ture, no manipulatory appendages) [10], 
Disturbing/Moderate [5]. [15] 
Totals: Attributes 12 + Skills 8 + Feats 6 + 
Powers 25 - Weaknesses 10 = 36 
Note : There are 25 unmutated cows left on 
the farm. Most of them graze placidly in 
the nearby fields, though the sounds of 
combat (or one of Simian's gadgets) may 
cause them to stampede, trampling over 
anything size Large or smaller that is on 
the ground. Treat the stampede of cows as 
one area attack, with an intensity of two 
per five cows. Thus, with five cows, it's 
treated as a +2L area attack, while all 
twenty-five cows stampeding is resolved as 
a +10L area attack. 

CowBorg 

The first of Simian's cattle test subjects, 
and an utter failure as far as Simian's 
power-imbuing procedure was concerned. 



Simian was able to kit-bash some bionic 
replacement parts for he dying cow, replac- 
ing most of her organs and limbs with parts 
found around the farmstead and from his 
own hover-chair. Her hind legs were 
replaced with tractor tires, which have 
anti-gravity generators incorporated into 
them which permit CowBorg to fly. Simian 
also implanted a powerful laser projector 
into the cow's forehead, over her right eye. 
Cow-Borg spends most of her time in 
Simian's barnyard laboratory, as the 
enhanced intelligence she did manage to 
receive from Simian's treatments allow her 
to know shame at her unnatural appearance. 
She is manic-depressive, switching between 
utter love for and loyalty to Simian for sav- 
ing her life, and contempt for him for turn- 
ing her into a mechanical freak. 

PL 8; Large; Init +0 (Dex); Defense 14 (14 
flat-footed); Spd 40 ft., Fly 40 ft.; Atk +9 
melee (+13L/5' reach/crit 20, Gore) or +5 
ranged (+8L/80' range/crit 20, Laser); SV 
Dmg +7 (Protection 4), Fort +7, Ref +4, Will 
+1; Str 20, Dex 12, Con 16, Int 7, Wis 11, ha 
4. [15 for BAB +5, 8 for BDB +4, 10 on abili- 
ty scores - 33 on attributes] 
Skills: Listen +7 [5r, +0 Wis, +2 feat], Spot 
+5 [3r, +0 Wis, +2 feat}. [8] 
Feats: Darkvision, Endurance, Immunity 
(Disease, Exhaustion, Poison, Pressure, 
Starvation, Suffocation), Radio Broadcast, 
Radio Hearing, Scent, Talented (Listen, 
Spot). [24] 

Powers: Amazing Save/ Damage +4 [Extras: 
Fortitude, Reflex; Partial Extra: Will +1; 
Source: — ; Cost 4/3pp; Total: 13pp], 
Energy Blast/Light 8 [Source: Super- 
Science; Cost. 2pp; Total: 16pp], Flight 8 
[Source: Super-Science; Cost 2pp; Total: 
16pp], Growth 3 [Extras: Continuous, 



Innate; Flaws: Limited-No Protection, 
Permanent; Partial Flaw. Limited-No Super- 
Strength 2; Source: — ; Cost 6/3pp; Total: 
12pp], Natural Weapons +3 [Serrated 
Steak-Knife Horns; Source: Super-Science; 
Cost. 2pp; Total: 6pp], Super-Strength 4 
[Extra: Protection; Source: Super-Science; 
Cost. 5pp; Total: 20pp]. [83] 
Weakness: Animal (Mute, horizontal pos- 
ture, no manipulatory appendages) [10], 
Disturbing/Moderate [5], Quirk/Moderate 
(Manic/Depressive) [5]. [20] 
Totals: Attributes 33 + Skills 8 + Feats 24 
+ Powers 83 - Weaknesses 20 - 128 

Cold Cuts 

When this cow emerged from the nutrient 
bath, most of the fluids around her had 
frozen due to the sub-zero gases she 
snorted out her nostrils. To Simian's twist- 
ed delight, Cold Cuts seems to have no com- 
punctions about freezing a foe solid and 
then ramming into them, causing them to 
shatter into hundreds of pieces. Cold Cuts 
is loyal to Simian, though oddly fatalistic, 
and fights every battle, even their training 
sessions, as if it may be her last. Cold Cuts' 
hide is light blue, and her hooves, horns, 
and the tip of her tail are all dark blue. 
PL 7; Large; Init +2 (Dex); Defense 16 (14 
flat-footed); Spd 40 ft., "Flight" 35 ft.; 
Atk +9 melee (+6L/5' reach/crit 20, Gore) 
or +6 ranged (+7S/L/70' range/crit 20, Cold 
Blast); SV Dmg +7 (Prot 3 vs. Cold), Fort +7, 
Ref +4, Will +1; Str 20, Dex 14, Con 16, Int 
7, Wis 11, Cha 4. [15 for BAB +5, 10 for 
BDB +5, 12 on ability scores - 37 on 
Attributes] 

kills: Listen +7 [5r, +0 Wis, +2 feat], Spot 
+5 [3r, +0 Wis, +2 feat]. [8] 
Feats: Endurance, Immunity (Aging, Cold), 
Scent, Talented (Listen, Spot). [10] 
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Powers: Amazing 
Save/ Damage +4 [Extras: 
Fortitude, Reflex; Partial 
Extra- Will +1; Source'- — ; 
Cost- 4/3pp; Total: 13pp], 
Energy Control/Cold 7 
[Effect: Slick; Extras: Create 
Object, Energy Blast, Flight 
(Ice Ramps), Snare; Power 
Stunt: Double Damage; 
Source: Mutation; Cost: 6pp; 
Total: 44pp], Growth 3 
[Extras: Continuous, Innate; 
Flaws: Limited-No Protection, 
Permanent; Partial Flaw: 
Limited-No Super-Strength 
2; Source: — ; Cost 6/3pp; 
Total: 12pp], Protection 3 
[Flaw- Limited-Only vs. Cold; 
Source: Mutation; Cost lpp; 
Total: 3pp]. [72] 

Weakness: Animal (Mute, horizontal pos- 
ture, no manipulaory appendages) [10], 
Disturbing, Moderate [5]. [15] 
Totals: Attributes 37 + Skills 8 + Feats 10 
+ Powers 72 - Weaknesses 15 = 112 

Decibell 

Simian's treatments caused this cow's lar- 
ynx to triple in size, allowing her to gener- 
ate high-volume lows ("moos") that can dam- 
age, deafen and stun targets. In fact, 
every time Decibell lows, it comes out as a 
conical blast, which is why Simian often 
keeps her muzzled and plans to use her as 
an artillery piece in his upcoming war. The 
first time she unleashed her low, she burst 
her own eardrums, though with Simian's 
help they have mostly regenerated. She is 
fairly somber, and rarely acts without being 
given express orders. Decibell is lavender 
in color, and wears a golden bell around her 




neck. Oddly, she developed a large yellow 
cowl that resembles a cape sprouting off of 
her neck and draped across her back. 

PL 9; Large; Init +2 (Dex); Defense 16 (14 
flat-footed); Spd 40 ft.; Atk +10 melee 
(+6L/5' reach/crit 20, Gore); +8 ranged 
(+8S/160' range/see below, Lowing); SV 
Dmg +7, Fort +7, Ref +4, Will+1; Str 20, 
Dex 14, Con 16, Int 7, Wis 11, Cha 4. [18 for 
BAB +6, 10 for BDB +5, 12 on ability scores 
= 40 on Attributes] 

Skills: Listen +7 [5r, +0 Wis, +2 feat], Spot 
+5 [3r, +0 Wis, +2 feat}. [8] 
Feats: Attack Focus (Lowing), Endurance, 
Scent, Talented (Listen & Spot). [8] 
Powers: Amazing Save/Damage +4 [Extras: 
Fortitude, Reflex; Partial Extra: Will +1; 
Source: — ; Cost 4/3pp; Total: 13pp], 
Growth 3 [Extras: Continuous, Innate; 
Flaws: Limited-No Protection, Permanent; 
Partial Flaw Limited-No Super-Strength 2; 
Source: — ; Cost 6/3pp; Total: 12pp], 



Lowing 8 [Effect. Energy Blast/Sonic; 
Extras: Dazzle (Audio), EB/Vibration, 
Explosive Blast x4, Shapeable, Stun, 
Triggered-Dazzle on EB/Sonic, Triggered- 
EB/ Vibration on EB/Sonic, Triggered-Stun 
on EB/Sonic; Flaws: Limit-Dazzle, 
EB/Vibration and Stun only when Triggered 
Limit-Shapeable only to form Explosive 
Blast into Cone, Limit-Lowing is always a 
non-selective cone-shaped area effect; 
Source: Mutation; Cost: lOpp; Cost 80pp]. 
[105] 

Weakness: Animal (Mute, horizontal pos- 
ture, no manipulatory appendages) [10], 
Disabled/Minor (Hard of Hearing - double 
penalty for Listen checks made at a dis- 
tance of more than 5 feet), 
Disturbing/Moderate [5]. [17] 
Totals: Attributes 40 + Skills 8 + Feats 8 + 
Powers 105 - Weaknesses 17 = 144 
Note : Targets hit by her low must make 
four saves: two Damage saves (against the 
EB/Sonic 8 and the EB/Vibration 8), a 
Fortitude save (against the Stun 8), and a 
Reflex save to avoid being deafened 
(Dazzle 8). On subsequent rounds, targets 
can make a Fortitude save against the 
Dazzle to try and shake off the deafened 
condition. All effects of her low occur in a 
cone-shaped area 160 feet long and 80 feet 
wide at the far end. Target caught in the 
area of the cone may make Reflex saves 
(DC 18), and if they succeed they are only 
affected by a half-strength low (i.e. Dazzle 
4, EB/Sonic 4, EB/Vibration 4, and Stun 4). 
Deafened character take a -4 penalty to 
Initiative checks and cannot make Listen 
checks, and Stunned characters lose any 
Dexterity bonus to Defense (becoming flat- 
footed), cannot take any actions, and foes 
gain a +2 to hit them. 



The Gristle Missile 

This bull was gifted with blinding speed — 
Simian has clocked him at moving at over 
17,000 mph. Simian plans to use the Gristle 
Missile largely as a diversion, a task made 
easier by his bright orange hide. He is 
fairly loyal to Simian, though he's slowly 
starting to come around to the Cosmic Ox's 
point of view. The first sign the PC's will 
have of something being amiss on the farm 
is spotting an orange streak out of the cor- 
ner of their eyes. 

PL 7; Large; Init +11 (+4 Dex, +7 Super- 
Speed); Defense 25 (14 flat-footed); Spd 
75 ft.; Atk +9 melee (+6L/5' reach/crit 20, 
Gore); SV Dmg +7 (+11 w/ Evasion), Fort +7, 
Ref +11, Will +1; Str 20, Dex 18, Con 16, Int 
7, Wis 11, Cha 4. [15 for BAB +5, 10 for 
BDB +5, 16 on ability scores - 41 on attrib- 
utes] 

Skills: Listen +7 [5r, +0 Wis, +2 feat], Spot 

+5 [3r, +0 Wis, +2 feat}. [8] 

Feats: Dodge, Endurance, Evasion, Moove- 

By Attack, Sent, Talented (Listen, Spot). 

[12] 

Powers: Amazing Save/Damage +4 [Extras: 
Fortitude, Reflex; Partial Extra: Will +1; 
Source: — ; Cost 4/3pp; Total: 13pp], 
Growth 3 [Extras: Continuous, Innate; 
Flaws: Limited-No Protection, Permanent; 
Partial Flaw- Limited-No Super-Strength 2; 
Source: — ; Cost 6/3pp; Total: 12pp], 
Super-Speed 7 [Source: Mutation; Cost 6; 
Total: 42pp]. [67] 

Weakness: Animal (Mute, horizontal pos- 
ture, no manipulatory appendages) [10], 
Disturbing/Moderate [5]. [15] 
Totals: Attributes 41 + Skills 8 + Feats 12 + 
Powers 67 - Weaknesses 15 = 113 



The Swatter 

This cow gained the ability to stretch it's 
tail up to 240 feet in length, which it can 
use to swing about from silo to silo, wrap 
around others to entangle them, or strike 
others as with a bullwhip. Swatter has 
become something of a practical joker, 
slithering her long tail into Simian's labora- 
tory and knocking over small pieces of 
equipment, or sneaking over to neighboring 
farms at night and slapping their cows, 
causing them to stampede. The cows hide 
changed to a lemon yellow, and, like 
Decibell, she developed a scarlet cape-like 
cowl growing off her neck that drapes over 
her back. 

PL 6; Large; Init +2 (Dex); Defense 17 (15 
flat-footed); Spd 40 ft., 30 ft. when swing- 
ing; Atk +9 melee (+6L/5' reach/crit 20, 
Gore) or +10 melee (+6S/60' reach/crit 20, 
Tail-Swat); SV Dmg +7, Fort +7, Ref +4, 
Will +1; Str 20, Dex 14, Con 16, Int 7, Wis 
11, Cha 4. [15 for BAB +5, 12 for BDB +6, 12 
on ability scores - 39 on attributes] 
Skills: Listen +7 [5r, +0 Wis, +2 feat], Spot 
+5 [3r, +0 Wis, +2 feat]. [8] 
Feats: Attack Focus (Tail Swat), Endurance, 
Extra Limb (Tail), Improved Disarm, 
Improved Trip, Scent, Talented (Listen, 
Spot). [14] 

Powers: Amazing Save/ Damage +4 [Extras: 
Fortitude, Reflex; Partial Extra: Will +1; 
Source: — ; Cost 4/3pp; Total: 13pp], 
Elasticity 6 [Extras: Snare, Swinging; Power 
Stunt. Dal Damage; Flaws: Limited-No 
Escape Artist check bonus, Limited-No 
Bonus to Movement; Source: Mutation; 
Cost 4pp; Total: 26pp], Growth 6 [Extras: 
Continuous, Innate; Flaws: Limited-No 
Protection, Permanent; Partial Flaw. 
Limited-No Super-Strength 2; Source: — ; 



Cost. 6/3pp; Total: 12pp]. [51] 
Weakness: Animal (Mute, horizontal pos- 
ture, no manipulatory appendages) [10], 
Disturbing/Moderate [5]. [15] 
Totals: Attributes 39 + Skills 8 + Feats 14 
+ Powers 51 - Weaknesses 15 = 97 

Kowrate 

Initially, this bull emerged from the muta- 
tion tank with no apparent powers, though 
with no defects, either. Puzzled, Simian 
went to review his notes. While the ape 
was away, the bull wandered around the 
barn and bumped into the television set 
Simian had brought in, turning it on. At 
that moment, a Hong Kong wuxia movie 
marathon was airing on a local station, and 
the bull watched. Soon, he began mimicking 
the martial arts action he saw, even stand- 
ing on his hind legs to do so (a feat possible 
due to the restructuring of his muscu- 
loskeletal system). In hours, he had mas- 
tered several fighting styles thanks to his 
"photographic reflexes." Simian was quite 
pleased, and has gotten him to train the 
other super-cattle in combat techniques, 
with limited success. In true comic book 
style, the bull also developed an enhanced 
insight and wisdom along with his martial 
talents, and saw the folly of Simian's cru- 
sade (or, rather, the errors Simian has 
made in how he has been pursuing it). He 
has secretly sided with Holstoy and the 
Cosmic Ox in their plans to overthrow 
Simian. Kowrate is pure white in color. 

PL 8; Large; Init +9 (+5 Dex, +4 Feat); 
Defense 20 (20 flat-footed); Spd 40 ft.; 
Atk +10 or +8/+8 melee (+11L/S/5' 
reach/crit 20, Gore or Strike); SV Dmg +7 
(+11 w/ Evasion), Fort +7, Ref +11, Will+5; 
Str 20, Dex 20, Con 16, Int 7, Wis 14, Cha 



4. [18 for BAB +6, 12 for BDB +6, 21 on 
ability scores = 51 on Attributes] 
Skills: Acrobatics +8 [3r, +5 bex], Balance 
+8 [3r, +5 bex], Bluff +0 [3r, -3 Cha], Jump 
+6 [Or, +6 Str], Listen +9 [5r, +2 Wis, +2 
feat], Spot +7 [3r, +2 Wis, +2 feat]. [17] 
Feats: Assessment, Blind-Fight, Dodge, 
Endurance, Evasion, Improved Initiative, 
Instant Stand, Iron Will, Lightning 
Reflexes, Power Attack, Rapid Strike, 
Scent, Surprise Strike, Takedown Attack, 
Talented (Listen, Spot). [30] 
Powers: Amazing Save/ Damage +4 [Extras: 
Fortitude, Reflex; Partial Extra: Will +1; 
Source: — ; Cost 4/3pp; Total: 13pp], 
Combat Sense 5 [Source: Training; Cost: 1; 
Total: 5pp], Growth 3 [Extras: Continuous, 
Innate; Flaws: Limited-No Protection, 
Permanent; Partial Flaw: Limited-No Super- 
Strength 2; Source: — ; Cost: 6/3pp; Total: 
12pp], Strike +5 [Power Stunt. Dual 
Damage; Source: Training; Cost 2pp; Total: 
12pp]. [42] 

Weakness: Animal (Mute, no manipulatory 
appendages; can stand upright) [5], 
Disturbing/Moderate [5]. [10] 
Totals: Attributes 51 + Skills 17 + Feats 30 
+ Powers 42 - Weaknesses 10 = 130 

Leatherneck 

The specific combination of mutagens used 
on this bull was, by strange coincidence, a 
near-exact match of the formula that gave 
Jack Simmons, the 1940s Patriot, his pow- 
ers. Oddly, the treatment also caused all 
the hair/fur to fall off the bull's neck, leav- 
ing it's toughened and tanned hide exposed; 
the rest of his hair/fur is brown, and his 
hooves and horns a shiny black. 
Leatherneck is wholly loyal to Simian, and 
would follow him to the slaughterhouse and 
back. Simian hopes to make many, many 



more like him. 

PL 8; Large; Init +6 (Dex); Defense 21 (15 
flat-footed); Spd 40 ft.; Atk +11 melee 
(+12L/5' reach/crit 20, Gore); SV Dmg +11, 
Fort +11, Ref +10, Will +1; Str 20, Dex 10, 
Con 16, Int 7, Wis 11, Cha 4. [18 for BAB 
+6, 12 for BDB +6, 8 on ability scores = 38 
on Attributes] 

Skills: Listen +7 [5r, +0 Wis, +2 feat], Spot 
+5 [3r, +0 Wis, +2 feat]. [8] 
Feats: Endurance, Scent, Talented (Listen 
& Spot). [6] 

Powers: Amazing Save/Damage +4 [Extras: 
Fortitude, Reflex; Partial Extra: Will +1; 
Source: — ; Cost 4/3pp; Total: 13pp], 
Growth 3 [Extras: Continuous, Innate; 
Flaws: Limited-No Protection, Permanent; 
Partial Flaw- Limited-No Super-Strength 2; 
Source: — ; Cost 6/3pp; Total: 12pp], 
Super-Strength 6 [Extras: Super- 
Constitution, Super-Dexterity; Source: 
Mutation; Cost 10; Total: 60pp]. [85] 
Weakness: Animal (Mute, horizontal pos- 
ture, no manipulatory appendages) [10], 
Disturbing/Moderate [5]. [15] 
Totals: Attributes 38 + Skills 8 + Feats 6 + 
Powers 85 - Weaknesses 15 = 122 

Untippable 

When Simian tried to hoist this bull out of 
the nutrient bath, he was surprised to find 
the wench snapped as if it were made of 
aluminum foil. He found that the bull could 
massively increase his own density, increas- 
ing his weight to over 400 tons and becom- 
ing super-strong, super-tough, and impossi- 
ble to tip over. Additionally, the bull 
retained an astonishing degree of tough- 
ness even when in his "normal" form, and 
proved quite resilient to both heat and 
radiation. Untippable is fairly loyal to 



Simian, though he does occasionally go 
against what Simian suggests/commands 
and can be exceedingly stubborn. 
Untippable's hide is crimson, and an azure 
cape-like cowl grows from his neck ad 
drapes over his back. 

PL 7; Large; Init +2 (Dex); Defense 15 (13 
flat-footed); Spd 40 ft.; Atk +10 melee 
(+6L/5' reach/crit 20, Gore [+12L/5' 
reach/crit 20, Gore w/ Density]); SV Dmg 
+11 (Dmg +8 & Protection 6 w/ Density), 
Fort +9, Ref +4, Will +1; Str 20, Dex 14, 
Con 20, Int 7, Wis 11, Cha 4. [18 for BAB 
+6, 8 for BDB +4, 11 on ability scores = 37 
on Attributes] 

Skills: Balance +11 [9r, +2 bex], Listen +7 
[5r, +2 Wis, +2 feat], Spot +5 [3r, +2 Wis, 
+2 feat]. [17] 

Feats: Durability, Endurance, Immunity 
(Fire/Heat, Radiation), Scent, Talented 
(Listen <& Spot), Toughness. [14] 
Powers: Amazing Save/ Damage +4 [Extras: 
Fortitude, Reflex; Partial Extra: Will +1; 
Source: — ; Cost 4/3pp; Total: 13pp], 
Growth 3 [Extras: Continuous, Innate; 
Flaws: Limited-No Protection, Permanent; 
Partial Flaw. Limited-No Super-Strength 2; 
Source: — ; : 6/3pp; Total: 12pp], Density 
Control 6 [Effects: Immovability, 
Protection, Super-Strength; Flaw Limited- 
Increase Only; Source: Mutation; Cost 5pp; 
Total: 30pp]. [55] 

Weakness: Animal (Mute, horizontal pos- 
ture, no manipulatory appendages) [10], 
Disturbing/Moderate [5]. [15] 
Totals: Attributes 37 + Skills 17 + Feats 14 
+ Powers 55 - Weaknesses 15 = 108 

Two-Percent 

Initially, Simian thought this cow had disin- 
tegrated in the nutrient tank, a victim of 



total cellular breakdown from the particular 
cocktail of mutagens he injected her with. 
To his relief, though, the milky fluids in the 
tank swirled together and formed back into 
the cow, though now it was white with pale 
blue spots. Not only could the cow switch 
back and forth between her normal form 
and one composed entirely of sentient milk, 
but she could also generate concentrated 
streams of milks that could knock back 
foes or extinguish fires. Two-Percent 
knows of the rebel cattle's plans, but has 
made no commitment one way or the other; 
for now, she waits, and plans to go with the 
flow. 

PL 9; Large; Init +6 (+2 Dex, +4 Feat); 
Defense 17 (15 flat-footed); Spd 40 ft., 
Swim 40 ft.; Atk +9 melee (+6L/5' 
reach/crit 20, Gore) or +9 melee 
(+6S/L/45' reach/crit 20, Milk-form Gore); 
+6 ranged (+8S/80' range/crit 20, 
EB/Kinetic); SV Dmg +7 (Dmg +4 Protection 
8 in milk form), Fort +7, Ref +6, Will +1; Str 
20, Dex 14, Con 16, Int 7, Wis 11, Cha 4. [15 
for BAB +5, 12 for BDB +6, 12 on ability 
scores - 39 on Attributes] 
Skills: Escape Artist +7/+15 [5r, +2 bex; +8 
in Milk Form], Listen +7 [5r, +0 Wis, +2 
feat], Spot +5 [3r, +0 Wis, +2 feat]. [13] 
Feats: Endurance, Improved Initiative, 
Scent, Talented (Listen & Spot). [8] 
Powers: Alternate Form/Liquid 8 [Effects: 
Elasticity, Immunity (Critical Hits, 
Exhaustion, Kinetic, Magnetic, Pressure, 
Starvation, Suffocation, Vibration), 
Protection, Swimming; Power Stunt Dual 
Damage; Source: Mutation; Cost 5pp; Total: 
42pp], Amazing Save/Damage +4 [Extras: 
Fortitude, Reflex; Partial Extra: Will +1; 
Source: — ; Cost 4/3pp; Total: 13pp], 
Energy Blast/Kinetic 8 [Extras: Explosive 



Blast, Neutralize (Extra- Neutralizing Field; 
Flaw : Limited-Fire-based Powers only); 
Source: Mutation; Cost 4pp; Total: 32pp], 
Growth 3 [Extras: Continuous, Innate; 
Flaws: Limited-No Protection, Permanent; 
Partial Flaw- Limited-No Super-Strength 2; 
Source: — ; Cost 6/3pp; Total: 12pp]. [99] 
Weakness: Animal (Mute, horizontal pos- 
ture, no manipulatory appendages) [10], 
Disturbing/Moderate [5]. [15] 
Totals: Attributes 39 + Skills 13 + Feats 8 
+ Powers 99 - Weaknesses 15 = 144 
Note : I recommend using the optional rule 
for Knockback (pg. 129 of the M&M core 
rulebook) with Two Percent's Energy Blast. 

Holstoy 

As Simian lowered this bull into the nutri- 
ent tank, the Gristle Missile ran by and 
crashed into a pile of random parts the mad 
monkey had been using to kit-bash his 
equipment. A cattle prod flipped into the 
air and sank itself into the bull's spine just 
as he was dipped in. The damage severed 
the bull's spinal cord, and while Simian was 
able to ensure the bull did not die; he could 
not restore the cattle's mobility. As Simian 
prepared to draw up plans for replacement 
cybernetic limbs, a voice rang in his head — 
that of the bull, who had gained consider- 
able telepathic capabilities. Simian was 
pleased at the turn of events, for now he 
had a way to efficiently disseminate his 
orders to his cattle company. Simian named 
the bull Holstoy, mocking the Tolstoy family 
that had had such a lasting effect on 
Russian politics, military history, literature 
and fine arts. Unknown to Simian, Holstoy 
has not fallen sway to the rhetoric he has 
espoused, and he has sneaked telepathic 
glimpses into Simian's mind and been horri- 
fied at what he's seen. For now, he obeys 



Simian's orders, though he and the Cosmic 
Ox continue secretly plotting a means of 
escape, and he occasionally sneaks "dissi- 
dent" thoughts in along with the orders 
Simian gives while in training. Holstoy's 
hide is a royal purple, and the top and back 
of his skull has swollen to approximately 
three times normal size, to accommodate 
his extra-large brain. 

PL 7; Large; Init +-1 (Dex); Defense 11 (12 
flat-footed; 18/13 mental); Spd 40 ft.; Atk 
+4 melee (+6L/5' reach/crit 20, Gore); SV 
Dmg +7, Fort +7, Ref +3, Will +6; Str 15, 
Dex 8, Con 16, Int 12, Wis 16, Cha 9. [15 
for BAB +5, 6 for BDB +3, 16 on ability 
scores - 37 on Attributes] 
Skills: Concentration +8 [5r, +3 Wis], Listen 
+10 [5r, +3 Wis, +2 feat], Sense Motive +8 
[5r, +3 Wis], Spot +8 [3r, +3 Wis, +2 feat]. 
[18] 

Feats: Endurance, Indomitable Will, Iron 
Will, Psychic Awareness, Scent, Talented 
(Listen, Spot). [12] 

Powers: Amazing Save/Damage +4 [Extras: 
Fortitude, Reflex; Partial Extra: Will +1; 
Source: — ; Cost 4/3pp; Total: 13pp], 
Growth 3 [Extras: Continuous, Innate; 
Flaws: Limited-No Protection, Permanent; 
Partial Flaw- Limited-No Super-Strength 2; 
Source: — ; Cost 6/3pp; Total: 12pp], 
Telepathy 7 [: ESP, Group Link, Memory 
Alteration, Mind Control; Source: Mutation; 
Cost 6pp; Total: 42pp]. [67] 
Weakness: Animal (Mute, horizontal pos- 
ture, no manipulatory appendages) [10], 
Disabled/Quadriplegic [10], 
Disturbing/Moderate [5]. [25] 
Totals: Abilities 37 + Skills 18 + Feats 12 + 
Powers 67 - Weaknesses 25 = 109 



Little Big Hoof 

This bull ties with Holstoy for the "Most 
Bizarre-Looking Cattle" award. LBH 
emerged from Simian's nutrient tank shrunk 
down to the size of a large dog, though his 
right front hoof and fetlock (the bovine's 
"forearm") remained the same size as that 
of any other bull. The bull's hide was also 
neon green, and glowed faintly in the dark. 
Simian expected it to possess some form of 
radiation-based power, but he was thrown 
— literally — when the bull showed the abil- 
ity to generate localized ground tremors 
when he stomped his disproportionately 
large hoof down. Another oddity LBH pos- 
sesses is the "Joe Pesci Syndrome" of being 
incredibly stubborn and reveling in violence, 
perhaps overcompensating for his small 
size. Simian occasionally has trouble get- 
ting him to follow along in the training 
exercises he runs the herd through, but 
relishes the thought of the tiny bovine run- 
ning amok amongst his foes. 

PL 5; Small; Init +2 (Dex); Defense 17 (15 
flat-footed); Spd 25 ft.; Atk +5 melee 
(+0L/5' reach/crit 20, Gore); +7 ranged 
(+5S/L/50' range/crit 20, EB/Kinetic); SV 
Dmg +2, Fort +4, Ref +6, Will +3; Str 10, 
Dex 14, Con 10, Int 7, Wis 11, Cha 4. [15 for 
BAB +5, 8 for BDB +4, -4 on ability scores = 
19 on Attributes] 

Skills: Hide +6 [Or, +2 bex, +4 Size], 
Intimidate +7/+10 [7r, -3 Cha/+0 Str, +3 
feat] Listen +7 [5r, +0 Wis, +2 feat], Spot 
+5 [3r, +0 Wis, +2 feat]. [15] 
Feats: Endurance, Scent, Indomitable Will, 
Iron Will, Skill Focus (Intimidate), Talented 
(Listen <& Spot). [12] 

Powers: Amazing Save/Fortitude +4 [Extra: 
Reflex; Partial Extras: Damage +2, Will +1; 
Source: — ; Cost 4/3pp; Total: llpp]. 



Energy Blast/Kinetic 5 [Extras: Explosive 
Blast, Shockwave, Trip; Power Stunt: Dual 
Damage; Flaw: Ineffective against non- 
grounded targets; Source: Mutation; Cost 
4pp; Total: 22pp], Shrinking 4 [Extra: 
Continuous, Innate; Flaw: Permanent; 
Source: — ; Cost 3pp; Total: 12pp]. [45] 
Weakness: Animal (Mute, horizontal pos- 
ture, no manipulatory appendages) [10], 
Disturbing/Minor [5]. [15] 
Totals: Attributes 19 + Skills 15 + Feats 12 
+ Powers 45 - Weaknesses 15 = 76 
Notes : The Shockwave extra works as the 
Super-Strength extra, though in this case 
it uses the ranks in the power, not his 
Strength modifier, to determine area of 
effect and range. The Trip extra works as 
Energy Control/Air. 

The Cowmeleon 

Simian was puzzled to see nothing in the 
nutrient bath after he dunked this cow in, 
but as he studied the tank he could make 
out a "bubble" in the liquid. The cow had 
gained the ability to change her color to 
blend into any background, like a chameleon. 
Simian plans to use her, Two-Percent and 
Little Big Hoof to gather information and 
sow chaos among his enemies. Cowmeleon 
does all she can to please Simian and all the 
other cattle, though she sides with Simian 
over the rebel cattle (she has not yet 
revealed their plans to him, however). 
When not actively blending in, the 
Cowmeleon appears to be a completely ordi- 
nary white and black-spotted cow. 

PL 5; Large; Init +2 (Dex); Defense 16 (14 
flat-footed); Spd 40 ft.; Atk +9 melee 
(+6L/5' reach/crit 20, Gore); SV Dmg +7, 
Fort +7, Ref +4, Will +1; Str 20, Dex 14, 
Con 16, Int 7, Wis 11, Cha 4. [15 for BAB 



+5, 10 for BDB +5, 7 on ability scores = 32 
on Attributes] 

Skills Hide +14 [8r, +2 bex, -4 Size, +3 
feat, +5 Blending], Move Silently +7 [5r, +2 
bex], Listen +7 [5r, +0 Wis, +2 feat], Spot 
+5 [3r, +0 Wis, +2 feat]. [21] 
Feats: Endurance, Scent, Skill Focus (Hide), 
Talented (Listen & Spot). [8] 
Powers: Amazing Save/ Damage +4 [Extras: 
Fortitude, Reflex; Partial Extra: Will +1; 
Source: — ; Cost 4/3pp; Total: 13pp], 
Blending 5 [Source: Mutation; Cost: lpp; 
Total: 5pp], Growth 3 [Extras: Continuous, 
Innate; Flaws: Limited-No Protection, 
Permanent; Partial Flaw: Limited-No Super- 
Strength 2; Source: — ; Cost: 6/3pp; Total: 
12pp]. [30] 

Weakness: Animal (Mute, horizontal pos- 
ture, no manipulatory appendages) [10], 
Disturbing, Moderate [5]. [15] 
Totals: Attributes 32 + Skills 21 + Feats 8 
+ Powers 30 - Weaknesses 15 = 76 

The Cosmic Ox 

By far Simian's most powerful creation, and 
his "ace in the hole"... or so he believes. 
The Cosmic Ox is Simian's Judas: she sees 
the self-destructive path Simian is taking, 
and wants no part in it, for herself or any 
of her fellow cattle. She has merely been 
waiting for the right time to rise up against 
Simian, and the PC's provide her that oppor- 
tunity. If the PC's become overwhelmed by 
Simian's forces, the Cosmic Ox can step in 
as a Deus Ex Vacca ("God from the Cow") 
and aid them, either directly releasing them 
or arguing with Simian and giving the PC's 
time to regroup and rethink. By the time 
the adventure is over, the Cosmic Ox will 
take all the cattle on the farm, super-pow- 
ered or not, with her into space (using her 



powers to reshape the grain silo into a 
spaceworthy craft), where she hopes "we 
shall forge our own destiny — one that 
doesn't involve being eaten or worn. 
Perhaps, on some distant world orbiting 
some far-off star, we shall find peace and 
contentment." The Comic Ox has a night- 
black hide with numerous star-like spots of 
various sizes covering her, including one 
large one on her forehead, where her "third 
eye" would be. 

PL 15; Large; Init +0 (Dex); Defense 9 (9 
flat-footed); Spd 40 ft., Fly 50 ft. (512c in 
space); Atk +7 melee (+6L/5' reach/crit 20, 
Gore and +10S/L/5' reach/crit 20, Energy 
Field); +3 ranged (+10S/L/100' range/crit 
20, Energy Blast); SV Dmg +7 (Force Field 
10), Fort +7, Ref +4, Will +6; Str 20, Dex 
10, Con 16, Int 11, Wis 20, Cha 13. [9 for 
BAB +3, 0 for BDB +0, 30 on ability scores 
- 39 on Attributes] 
Skills: Listen +12 [5r, +5 Wis, +2 feat], 
Spot +10 [3r, +5 Wis, +2 feat]. [8] 
Feats: Darkvision, Endurance, Penetration 
Vision (blocked by lead), Scent, See 
Invisibility, Talented (Listen, Spot), True 
Sight. [14] 

Powers: Amazing Save/Damage +4 [Extras: 
Fortitude, Reflex; Partial Extra: Will +1; 
Source: — ; Cost: 4/3pp; Total: 13pp], 
Cosmic Power 10 [Effects: Detect/Cosmic 
Forces, Energy Blast, Flight, Force Field, 
Immunity (Aging, Cold, Disease, Exhaustion, 
Fire/Heat, Poison, Pressure, Radiation, 
Starvation, Suffocation), Transmutation; 
Extras: Boost/Strength (Extras: Affect 
Others, All Mental Ability Scores, All 
Mutant Powers), Energy Field; Power 
Stunts: Animation, Create Object, Dazzle, 
Dimensional Travel, Disintegration, Dual 
Damage, Healing, Shape Matter, Snare, 
Space Flight, Teleportation; Source: 



Mutation; Cost: 13pp; Total: 152pp], Growth 
3 [Extras: Continuous, Innate; Flaws: 
Limited-No Protection, Permanent; Partial 
Flaw: Limited-No Super-Strength 2; 
Source: — ; Cost: 6/3pp; Total: 12pp]. [177] 
Weakness: Animal (Horizontal posture, no 
manipulatory appendages; can speak, and 
powers mitigate her lack of hands) [2], 
Disturbing, Moderate [5]. [7] 
Totals: Attributes 39 + Skills 8 + Feats 14 + 
Powers 177 - Weaknesses 7 = 225 

Dr. Simian 

PL 13; Init +2 (Dex); Defense 16 (14 flat- 
footed); Spd 30 ft., Fly 60 ft.; Atk +9 
melee (+5S/10' reach/crit 20, punch); +7 
ranged (+12S/L/120 1 range/crit 20, ray pro- 
jectors); SV Dmg +5 (Force Field 12), Fort 
+3, Ref +2, Will +10 (Mental Force Field 8); 
Str 20, Dex 14, Con 16, Int 20, Wis 20, Cha 
18. [8 on +4 BDB, 12 on +4 BAB, 48 on abili- 
ty scores - 68 on attributes] 
Skills: Bluff +8 [9r, +4 Cha, -5 Disturbing], 
Computers +16 [lr, +15 Int], Concentration 
+12 [2r, +10 Wis], Craft/Mechanics +16 [lr, 
+15 Int], Diplomacy +8 [7r, +4 Cha, +2 syn- 
ergy from Bluff, -5 Disturbing], Disable 
Device +16 [lr, +15 Int], Repair +16 [lr, +15 
Int], Science/Biology +16 [lr, +15 Int], 
Science/Chemistry +16 [lr, +15 Int], 
Science/Physics +16 [lr, +15 Int], Sense 
Motive +11 [lr, +10 Wis]. [26] 
Feats: Assessment, Attack Focus (Ranged), 
Extended Reach, Headquarters, Inspire, 
Leadership, Minion (Genius Option; Loyalty 
Score 33), Photographic Memory, Point- 
Blank Shot, Toughness. [20] 
Powers: Super-Intelligence +10 [Partial 
Extra: Super- Wisdom +5; Source: Mutation; 
Cost: 4/2pp; Total: 30pp]. [30] 
Equipment: Gadgets 12 [Source: Super- 



Science; Cost: lpp; Total: 12pp], Hover- 
Chair [Effect: Flight 12; Extras: Datalink, 
Energy Blast/Kinetic (Ray Projector), Force 
Field (Partial Extra: Mental 8); Power 
Stunts: Dual Damage; Flaw. Device; Cost: 
5/4; Total: 48pp]. [60] 
Weakness: Disturbing, Moderate. [5] 
Totals: Attributes 68 + Skills 26 + Feats 
20 + Powers 30 + Equipment 60 - Weakness 
5 = 199 

Note : the Extended Reach feat first 
appeared in Green Ronin's Crooks!, and 
increases a character's reach by 5 feet. It 
seemed fitting to give to Simian, since most 
mountain gorilla's arms are quite a bit 
longer than their body. At the beginning of 
the adventure, Simian's Gadgets will be con- 
figured in the form of a Psychotronic 
Amplification Helmet (Mind Control 12). As 
the fight progresses, he can reconfigure it 
into different powers, with the expenditure 
of a Villain Point. 



Most of the Super-Cattle's appearances 
and powers were inspired by the Chick- fil- 
A® 2004 Cow Superheroes Calendar. 
Images are used without permission and are 
not a challenge to the intellectual rights of 
the respective property holders. 
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BY MAW "WttT NWC 



Often times, heroes are called upon to do 
deeds above and beyond those of ordinary 
men (or women). While, to a greater 
degree, powers are the "tools of the trade" 
for the hero, and Hero Points can be used, 
to a lesser degree, go even beyond powers, 
Feats are the tools that provide a hero 
with options. Those options can help make 
for a great game of M&M, so to aid in this 
regard we present several additional Feats 
to help make your game even more enjoy- 
able. 

Many of the following Feats were created 
as a way to add a little bit more depth to 
the characters than those provided by 
Feats in the Core Book. Because of this, 
some are media reputation kind of feats, 
things like media opinion, costumes and 
other essentially overlooked facets of a 
hero's life could quite easily have an affect 
on them. Also present are several Meta- 
Magic Feats for the Sorcery Power that 
are based on the ones present in D&D, but 



have been re-worked to better fit with the 
use of magic in an M&M game. 

After the game's Gamemaster has 
approved the feats, feel free to add them 
to your game. 

ACUTELY OB€ttVANT 

Some people have a fine eye for details; 
even subconsciously and rarely miss things of 
note. 

Prerequisite: Search 4 ranks. 

Benefit: The character is automatically 
allowed to make an additional search check 
whenever they pass within 5 feet of a clue or 
piece of evidence so long as it is in a visible 
place. For instance a name of relevance on 
a paper sticking out amongst a pile as the 
character walks past qualifies, but a blood 
stained note hidden inside a drawer in the 
desk does not. If this additional search 



checks fails however then they may not try 
again no matter how many times they come 
close to the clue. 

BAP PUBLICITY 

No matter what they do some people just 
never seem to get in the good books of the 
media, frequently painted as a masked men- 
ace or costumed vigilante whether it is true 
or not. The character can expect scandal 
and muck raking stories and claims about 
them on a fairly regular basis. 

Benefit: For the purposes of interaction 
checks the general public always begin with 
an attitude one step worse than usual and 
law enforcement agencies begin with two 
steps worse. However underworld and crim- 
inal elements have their attitude improved 
one step. 

Normal: Under normal rules the GM would 
apply any attitude that seems appropriate to 
the situation and relationship with the hero. 

POUBLE TEAM 

While working in concert with another team 
member you are able to flank an opponent in 
such a way that you can lull them into going 
for you in order to put them in a position 
that makes them easier to hurt by your team 
mate. 

Benefit: When you and a teammate are 
flanking an opponent you may take a -2 penal- 
ty to Defense for that round in order to 
grant your teammate a +2 damage bonus 
against the flanked opponent in addition to 
the normal +2 bonus to attack they receive. 

Normal: Normally when you and a team- 




mate are flanking an opponent you both 
receive a +2 bonus to hit the flanked oppo- 
nent. 




Not quite as loyal as minions, and nowhere 
near as helpful as a sidekick, some people 
just attract fanboys, roadies, nerds and 
geeks who are always willing to provide some 
assistance if only so they can feel like they 
are part of the heroes life. 

Prerequisite: Charisma 13+, Own Website 

Benefit: Flunkies are non-combatants and 
despite their love of the hero a flunky will 
never place themselves in harms way. A 
character with flunkies will have one for 
each power level and should work with the 
GM to detail them. 

In order to get aid from the flunkies a 
character must succeed a charisma check, 
which represents how into the character or 
not the flunky is at that particular time. 

Flunkies tend to take one of three forms 

Favor: A favor based flunky will do some 



minor task for the hero be it loan him his 
bike, give him a ride to somewhere in the 
same town, loan him a few dollars, give him a 
meal or a place to sleep on the couch for the 
night, deliver a message on his behalf and so 
on, these are minor good will based gestures 
and nothing of any significant nature. The 
DC for using a Favor flunky is 15. 

Information: These flunkies represent 
those nerdy fanboys who spend far too much 
time reading about conspiracy theories or 
doing web searches and visiting the various 
forums nevertheless they occasionally pick 
up useful bits of information, or clues and 
can be turned to for minor hints in much the 
same way as Inspiration works with hero 
points but on a lesser scale. The Dc for 
using an Information flunky is 15. 

Knowledge: The knowledge flunky repre- 
sents those flunkies who have some skills or 
knowledge that they may be willing to pro- 
vide the character the benefit of the expe- 
rience on. In effect these guys can provide 
the benefit of Skill focus to a single 
Intelligence based skill check. 

Contacting a flunky and getting what is 
required can take anywhere from a few min- 
utes to an hour or so and almost always 
requires a signed photo, T-Shirt, or some 
memorabilia in return J 

Special: No flunky may be used more than 
once in a single session and if called up more 
than once in a week imposes a -4 penalty on 
the Charisma check. 

FfcYBY ATTACH 

The character is skilled at making attacks 
while flying. 



Prerequisite: Dex 13+, Move by Attack, 
Flight of 1 rank or more 

Benefit: When using an attack action 
while flying, you can move both before and 
after the attack as a half action, provided 
the total distance does not exceed your 
flight speed. 




gkat Lwe&emp 

Some people are just natural born leaders, 
almost everything they do or say inspires 
those around them to follow their lead. 
Such individuals often go on to achieve 
incredible things for good or ill. 

Prerequisite: Charisma 13+, Leadership 

Benefit: Firstly the character grants the 
bonus to others he leads in combat as per 
the Leadership feat regardless of whether 
he has a free action or not, his mere pres- 
ence is sufficient to grant the bonus. The 
recipients must sill however spend a free 
action each round to receive the bonus. In 
addition all those the character leads 
receive a +4 moral bonus to saves against 
fear so long as the character is within sight. 




Finally the character receives a +3 bonus to 
their loyalty score total in place of the +1 
leadership granted. 

Normal: Normally leadership will provide 
a bonus in combat to everyone who spends a 
free action including the leader each round. 
In addition leadership normally only provides 
a +1 bonus to the loyalty score total. 

MAGICAL UZtllTAGZ 

The character is from a family line or 
species with a natural predisposition 
towards wielding magical energies. 

Prerequisite: Must have at least one 
power with the magical source. 

Benefit: Any power the character uses 
with the magical source is more potent 
effectively providing either a +2 competence 
bonus for power checks for non-targeted or 
personal effects or increasing the DC of a 
foe's save by +2 for targeted or damaging 
powers. 

Special: This bonus is only for purposes 
of working not the actual effect of the 
power. So someone with a magical energy 
blast would inflict a higher DC damage save 
for the foe to overcome but the damage, 
range and so forth would still only be at what 
the energy blasts rank provides. 

MEPIA PA&UNG 

The character can do no wrong in the eyes 
of the media and the public view the charac- 
ter as an icon for all that a super hero should 
be. Your deeds and exploits make the 
presses all the time, people are always saying 
positive things about you. Law enforcement 




agencies appreciate your help and are quite 
happy for you to help out or get in the way. 

Benefit: For the purposes of interaction 
checks the general public always begin with 
an attitude one step better than usual and 
law enforcement agencies begin with two 
steps better. However underworld and 
criminal elements have their attitude wors- 
ened one step meaning few if any stop to 
banter and instead go straight for the kill as 
bringing the character down would help their 
reputations as villains no end. 

Normal: Under normal rules the GM would 
apply any attitude that seems appropriate to 
the situation and relationship with the hero. 

MEMORABLE COSTUME 

You have a very distinctive costume that is 




synonymous with you, it impresses or 
inspires fear and respect. Everyone who 
sees this costume knows it is you and act 
accordingly. 

Benefit: You get a +2 bonus on all 
Charisma based checks when in your super- 
hero costume whenever the GM determines 
that your identity would be a benefit. 

Special: The bonus from Fame/Infamy 
and this stack as they are both related to 
your reputation. 

Note should anyone in a costume identical 
to yours do something that would harm your 
reputation then your bonus turns to a penal- 
ty until your name is cleared. 

MEMT0B 

You have someone who teaches you how to 
use your powers to their fullest and encour- 
ages you to grow beyond the norm, a mentor. 

Benefit: A Mentor will help a character 
hone and develop their powers, such that 
they receive one free extra to a single power 
that does not count towards the cost per 
rank of that power. 

The exact nature of a mentor is deter- 
mined by the GM, but the character is 
required to train with the mentor on a regu- 
lar basis, should a month or more pass with- 
out training with the mentor the character 
loses access to these bonus extras until such 
a time as he or she resumes training regular- 

iy. 

Normal: when a character normally takes 
any extras on a power they all increase the 
base cost of the power per rank by 1. 



Special: This feat may be taken multiple 
times, each time it is applied to a different 
power you possess. It cannot be applied to 
the same power more than once or to sec- 
ondary effects of a power only the primary 
effect itself. 

0WW WESS/TE 

The hero is completely up with modern 
times and has his own website either pro- 
duced by himself or by his fans. This helps 
him to touch base with the common people, 
and answer any questions they may have, 
which helps his public image immensely. 

Benefit: A character with their own web- 
site gains a +2 bonus to all Computer checks 
to represent his up-to-date knowledge of 
the computer medium and also provides him 
a +1 bonus to all Interaction checks with 
people in a technical line of work as the char- 
acter knows all the relevant jargon and 
abbreviations. 

PET 

The character has some pet, familiar or 
other kind of low intelligence animal type 
companion that travels with him everywhere. 

Benefit: You have a single NPC animal fol- 
lower who travels with you everywhere. 
Your pets level is determined by your own 
power level, for the number of points you 
have to create your pet is equal to 5 x your 
power level. The only limitations on a pets 
build are as follows only Its intelligence can- 
not be greater than 3 and it may possess no 
powers except those from this list. 
Amazing save, Blending, Clinging, Combat 
sense, Corrosion, Drain, Flight, Growth, 
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Leaping, Natural weapon, Obscure, Paralysis, 
Protection, Regeneration, Running, Sensory 
protection, Shrinking, Snare, Strike, 
Suffocate, Super Statistics (All), Swimming, 
Swinging, Telescopic sense, and Tunneling. 

You are capable of diving at the sky at 
great velocity and then swooping up at the 
last moment and into a target with great 
forcing knocking them flying. 

Prerequisite: Flight of 1 rank or more 

Benefit: You can by diving from an alti- 
tude of up to 10 feet for each rank in flight 
(maximum 20) straight down at a target 
impacting with them, this requires a melee 
attack opposed by the targets reflex save, 
if you win you impact with them and inflict +1 
lethal damage for each 10 feet of the dive 
(maximum +20) and causes them knockback 
(as per the M&M rules pg. 129). If the tar- 
get beats the attack however they avoid it 
and take no damage and the flyer must make 
a power check DC 10 + 1 per 10 feet dived or 
they lose control and fly into the ground as 
if they had fallen that distance themselves. 

You have some wealth of some kind, be it 
bonds, shares, an inheritance or some other 
independent means of wealth, full time or 
part time employment whatever, essentially 
any kind of income. 

Prerequisite: Must have at least 1 rank of 
Profession. 

Benefit: A character with resources is 
able to use his resources once per session 



for some expense that may come up during 
play, such as purchasing information, buying 
travel tickets, posting a reward, buying a 
gift, hiring some help, renting a place to 
stay, paying for dinner and a movie or the 
taxi ride home, or a myriad of other expens- 
es that may crop up during play. 

Special: Each time this feat is purchased 
the character can access his resources an 
additional time per session but it may not be 
taken more times than the character has 
ranks in profession. 

A character with this once is considered 
just above the poverty line, whereas some- 
one with it 3 or 4 times is considered work- 
ing class, 5-8 times upper middle class, and 
anyone with it more than 8 times is consid- 
ered wealthy. 




SAFE HAVENS 

You have one or more safe places you can go 
to when the need arises. 

Benefit: The character has safe haven, 



this can be anything from a shack in the 
woods to a small one room bomb shelter, a 
safe spot in a deserted building, through to 
a room permanently reserved in your name at 
a cheap sleazy motel. A safe haven is a no 
fringes affair, including only a small place to 
store things and somewhere to sleep, but it 
is relatively safe and totally discreet, no one 
knows about it except you. 

Special: This feat may be taken multiple 
times representing additional safe havens. 

gzo&zt identity 




Most super beings tend to 
have a secret identity, but 
you are one of those unusu- 
al few who have more than 
one. 

Prerequisite: Disguise of 
at least 4 ranks 



Benefit: You have a secret identity other 
than your normal identity and super identity, 
a third fully developed identity complete 
with papers, history and back story. This 
identity could be another normal identity 
much like a secret agent would have, or it can 
be another costumed identity. 

Whatever the case each identity for pur- 
poses of popularity, minions, sidekicks, 
adventuring companions, resources, contacts 
and the like are treated separately unless it 
becomes common knowledge that the char- 
acter is both individuals. 

Special: This feat may be taken multiple 
times, each one representing a new separate 
identity. 



MOOT TO KILL 

You are able to finish off a target at range. 

Prerequisite: Point blank shot, far shot, 
precise shot, base attack bonus +8 or higher 

Benefit: As a full round action you can use 
a ranged attack to deliver a coup de grace to 
a helpless foe at up to normal range. 

Normal: Normally a coup de grace with a 
ranged attack can only be made against an 
adjacent target. 

SIGNATURE PEVIOE 

You have a trademark weapon or device 
that you always have with you. 

Benefit: The character starts with a pool 
of points equal to power level x 2, which may 
be used to build a single weapon or device. 
These points do not count towards a charac- 
ters total amount for the purposes of deter- 
mining their power level. 

Such a device is always replaced if 
destroyed, but a character must always 
make every effort to retrieve it if lost or 
stolen. 

The characters signature device may be 
expanded or improved upon as normal using 
their standard power points as with any nor- 
mal device a character may purchase. 

Normal: any normal device a character 
wants must normally be paid for out of the 
total number of power points available to 
build the character and count towards the 
total for purposes of determining the char- 
acters power level. 





SIGNATURE POMZtt 

The character has used one single power so 
much more than the rest and devoted so 
much time to developing it over his others 
that it has become his trademark ability. 

Prerequisite: Character must have more 
than one power in order to take this feat, 
and it must be taken at the start of play. 

Benefit: A character with a signature 
power can reduce the points cost per rank of 
a single power by 2, while increasing the cost 
of all his other powers by 1. 



You have the backing of some wealthy indi- 
vidual or organization. 

Prerequisite: Connected 

Benefit: A sponsored character receives 
a +3 bonus on any diplomacy checks to get 
help or favors via the connected feat. 

Special: A sponsorship is not without con- 
ditions occasionally a sponsor may require 
them to make a public appearance, endorse- 
ment, carry an advertisement on their cos- 
tume or perform a favor. Should such 
requirements be refused it is likely a spon- 
sor will remove their sponsorship and the 
character loses the bonus the feat provides 
until such a time as they relent and do as the 
sponsor requires. 

£weep me* 

You are able to make a spinning sweep kick 
which can knock all foes around you to the 
ground. 

Prerequisite: Improved Trip, Rapid 
Strike, Base attack bonus of +3 or higher 

Benefit: A character with sweep kick can 
as a full attack action make a trip attempt 
against all opponents within 5 feet of him 
and may make a number of immediate melee 
attacks against the tripped opponents equal 
to the number of free actions he is entitled 
to but suffers a -2 penalty to the attack roll 
cumulative for each attack he makes that 
round. 

Normal: Normally a character could trip 
only a single target and make only a single 
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attack against a tripped opponent. 

technical aptitupe 

Some people just have a knack for technol- 
ogy. 

Prerequisite: Int 15+ and at least 4 ranks 
in two of the skills mentioned below. 

Benefit: The character receives a +1 
bonus on all checks using the following skills 
Craft, Computers, Disable Device, Drive, 
Open Lock, Pilot, and Repair. In addition he 
may use any of these skills regardless of 
whether he has a rank in them or not as if he 
were trained, reflecting the characters nat- 
ural gift for technology. 

TIGHT GttIP 

You have a vice like grip that makes it 
almost impossible to separate you from your 
weapon. 

Prerequisite: Str 13+ 

Benefit: You receive a +4 bonus to you roll 
when opposing someone trying to disarm you. 

Normal: Normally a character receives no 
bonus to the opposed attack rolls made to 
disarm and resist being disarmed. 

mO GUN 6PECIAU2ATI6N 

You have mastered the art of fighting with 
twin pistols. 

Prerequisite: Dex 13, Point blank shot, 
Precise shot 

Benefit: As a full attack action you can 



fire both pistols at the same target and 
inflict +2 damage on both shots. 




UNG HAKE ABLE FAITH 

Some people have such strongly held 
beliefs with regards to themselves, their 
beliefs or their god that in times of crisis 
this faith can give you the strength to push 
past adversity. 

Prerequisite: Wisdom 13+ 

Benefit: The character receives a +1 
morale bonus to Will saves, and a +2 bonus to 
all saves to resist possession and fear 
effects. 

NITTY BAHTZtt 

You have mastered the art of using humor 
and wit almost as a defense mechanism to 
taunt a foe into acting rashly during combat. 

Prerequisite: Wis 13+, 4 ranks in Taunt or 




more 

Benefit: You may use Taunt once per 
round as a free action. 

Normal: A character may normally only 
use taunt as a half action. 



METAMACie FEAT€; 

Here follow a selection of metamagic feats. 

You are able to cast a spell that is more 
capable of overcoming a target's defenses. 

Prerequisite: Must have Sorcery of 2 
ranks or higher 

Benefit: You can through the use of Extra 
Effort cast a single spell that causes the 
target to suffer a -2 penalty on their saving 
throw to resist its effect in much the same 
way as the Penetrating attack feat works. 

EXTENP 

You are able to increase the duration of a 
magical effect. 

Prerequisite: Must have Sorcery of 1 rank 
or higher 

Benefit: You can through the use of the 
Extra Effort increase the duration of any 
magical power with a duration other than 
instant by one step. So Concentration 
becomes Sustained, Sustained becomes 
Continuous. However no power can be 



raised to Permanent using this feat. 

HEIGHTEN £PEU 

You are able to increase the potency of a 
magical effect. 

Prerequisite: Must have Sorcery of 2 
ranks or higher 

Benefit: You can through the use of Extra 
Effort increase a single use of a magical 
power by 3 ranks. This increase can exceed 




zr 



your normal power stacking limit based on 
your power level. 

QUICKEN 

You are able to cast a spell more quickly 
than normal. 

Prerequisite: Must have Sorcery of 2 
ranks or higher 

Benefit: You can through the use of Extra 
Effort reduce the action type of a single use 
of a magical power by one step. So a power 
requiring a full action would only require a 
half, a half action would become a free 
action, and a free action would become no 
action. 

You are able to unleash a spell that will 
affect a target twice in a single casting. 

Prerequisite: Must have Sorcery of 10 
ranks or higher 

Benefit: You can through the use of Extra 
Effort cast a spell with an Instant duration 
only that will affect a target twice in a sin- 
gle use. For example casting a magical ener- 
gy blast the subject would need to make two 
damage saves or take two lots of damage. 
Or casting paralysis the target would need 
to make two Will saves (unless he fails on the 
first). 

W/PEW SPEW. 

You can make a normally single target 
affecting spell work in an area. 

Prerequisite: Must have Sorcery of 5 



ranks or higher 

Benefit: Adds area extra to a single spell 

Benefit: You can through the use of Extra 
Effort add the area extra to a single use of 
a magical power making the effect now 
affect an area equal to five times the power 
rank of the ability in feet. 




Spiderman, br. Strange, Cyclops, Punisher 
and Sauron iamges are owned by Marvel 
Comics. Superman and Jimmy Olsen, 
Infinite Earths, br Fate and Batman images 
are owned by bC Comics. Images are used 
without permission and are not a challenge to 
the intellectual rights of the respective 
property holders. 




THE Life- FRTH CjEnERRTOH 

BY BOB BRETZ 



As your hero battles vicious supervillains 
and saves the world for the hundredth 
time, the stories of their exploits in the 
campaign world are no doubt becoming the 
stuff of legends. Your character is proba- 
bly one of or is the campaigns' greatest 
hero, and few threats cause them to flinch. 
But what does your character do after they 
take the cape off? What are the impor- 
tant aspects of their life outside of being a 
hero? 

You no doubt have at least a basic idea of 
the character's origin (bitten by a radioac- 
tive insect, exposed to cosmic rays or their 
parents were murdered and vengeance must 
be satisfied), but you may have some miss- 
ing details that truly define the character. 
The Life-path Generator helps expand upon 
your characters background and fill in the 
gaps that might have been overlooked. 

But what exactly is a Life-path 
Generator? A Life-path Generator is a 
series of tables that help to expand and 
define a character's background in minute 
detail. How did the character gain their 
powers? Who are their family? Or who 



are their enemies? The generator helps 
answer those questions by randomly deter- 
mining a result on the tables and begin the 
process of creating an interesting story of 
the character's background. 

The first Life-Path Generator was devised 
for the Science Fiction game Traveller, by 
Game Designer's Workshop. The generator 
explained the character's history before 
becoming space adventurers and is probably 
best known for the fact that a result can 
occur with the character dying, even before 
they start the campaign. R. Talsorian's 
Cyberpunk Role Playing Game was the next 
best example to incorporate the Life-path 
Generator. It told the story of the Merc 
or Net-runner Player Character outside of 
their respective jobs. The idea made its' 
way into other R. Talsorian products, but it 
made its' mark in Cyberpunk. The Life-Path 
Generator detailed in this article is 
designed to work in a four-color comic book 
superhero world instead of a Science 
Fiction world, but much of the material 
herein owes its' origins to the these begin- 
nings. 



While the generator is detailed, it is brief 
enough to help generate ideas for the char- 
acter's background. It is not intended to 
answer every question, just provide enough 
information to get a good idea of a charac- 
ter's background and help develop an inter- 
esting story that is unique to your charac- 
ter. You might be surprised and maybe 
even amused by some of the results. 

Which leads to an important point: the 
Life-Path Generator is not an absolute. 

You may find that you role a result that you 
don't really want your character to have. 
For example, you may role the sex of your 
character that is opposite of your own sex; 
possibly an undesirable result. There is 
nothing saying that you can't pick the result 
for one or more tables and then randomly 
role on the others. And a Gamemaster 
should not necessarily force a player to 
accept a result the player wouldn't like, 
after all, what is the fun of playing a char- 
acter that has a background you dislike? 
The important thing is to use the generator 
to inspire ideas for creating a character's 
background and have fun doing it. 

Using the Life-Path generator 

Using the generator is fairly simple. 
Follow each table starting at Table 1.1. 
Character's Species and follow down the 
page to each subsequent table or instruc- 
tion. Roll a d20 and find the result on the 
table. Some table results require that you 
proceed to a sub-table. Ignore the sub- 
table as you progress unless you were 
instructed to use it. Once you've reached 
the last table or instruction, then you have 
your character's basic background. It is 
highly suggested that you use the genera- 




tor before you build your character, as the 
results you roll may impact how; for 
instance, you spend your points on skills or 
what weakness you want to give the charac- 
ter. 



It should be restated that the tables 
were design for a standard, four-color 
superhero comic book-based game (prefer- 
ably, Mutants and Masterminds). In keep- 
ing with this style of play, the tables are 
weighed based on how the category of the 
table is best represented in four-color 
comic books. The job table, for example, 
includes occupations most often seen in 
four-color comics, and as such is not 
exhaustive. Feel free to modify any table 
in any way you see fit to be more consistent 
with the style of game you are playing. It 
may, however, be too much work to modify 
them to meet the needs of every possible 
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setting or genre; but you should find that it 
meets the needs of most settings and is 
flexible enough to accommodate many 
superhero comic books style games. 

Time for another important point: the 
result you roll on one table may seem in 
conflict with the result of an earlier 
table. You could, quite easily, roll a result 
where you have, for example, a Construct 
Character whose powers are mystically 
based. This may not make much sense at 
first, but you could make the case that the 
Construct is, in fact, a statue brought to 
life or some sort of golem. Another possi- 
bility is that you determine that the 
Construct has a family, which at first 
makes little sense. Maybe the Construct 
was adopted by a family and are, in effect, 
the characters family. If you roll strange 
results, use your imagination to explain how 
it makes sense. The goal of the generator 
is to help generate ideas, and what seems 
like a strange combination of background 
options might in fact turn into a really 
interesting character concept. 

OK, now we're ready to begin. Have fun! 

1. Essie □EmogrHphics 

We'll start with the basics of your charac- 
ter's background, the "nuts and bolts" if 
you will. What are the origins of their pow- 
ers? How old are they? What sex are 
they? 

TABLE 1.1. CHARACTER'S SPECIES 

1-15 Human 

16 Humanoid (Non-Human Earth 

Natives) 
17-19 Alien 
20 Construct 





TABLE 1.2. CHARACTER'S SEX 

1-12 Male 
13-20 Female 

TABLE 1.3. CHARACTER'S AGE 

15 + ld20 years old. 

TABLE 1.4. SOURCE OF CHARACTER'S POWERS 

1-6 Training 

7-11 Super-Science 

12- 18 Mutation 

19 Psionic 

20 Mystical 

TABLE 1.5. CAUSE OF POWER ORIGIN 

I- 8 Accident 

9-10 Chosen / inheritor 

II- 12 Experiment 

13- 20 Gifted / natural talent / 

mutant 



TABLE 1.6. YOUR CHARACTER'S SECRET IDENTITY 
Table 1.6. a. Does the general 
public know your character's secret 
identity? 

Note: if the result from this table is 
"yes", then all the following tables 
that deal with who knows the heroes 
secret identity are also automatically 

"yes." 

1-18 No 
19-20 Yes 

Table 1.6.b. Does the government 
know your character's secret 
identity? 

Role Mod.: If you rolled a "yes" on 
Table 1.6.a. above, then the result on 
this table is automatically "yes." 

1-15 No 
16-20 Yes 

2. Family Life 

Most characters have a family that has 
helped mold them into the heroes they have 
become. Sometimes a hero's family is put 
into danger and the hero must come to 
their rescue. As with civilians, a family is 
usually a blessing, but sometimes a liability. 

2.1. PARENTS 

Table 2.1. a. The people who raised 
you are: 

1-9 Your birth parents (both of 
them) 

10-12 Your birth parent (a single 



parent) 
13-15 Your Adoptive parents 
16-18 Your other family members 

19 Friends of the family / 
Godparents 

20 Unknown - you're a clone. 




2.1.b. Roll on all the following 
tables for each parent. 



Table 2. I.e. Does your parent 
know your character's secret iden- 
tity? 

Role Mod.: If you rolled a "yes" on 
Table 1.6.a. above, then the player 
doesn't need to roll on this table 
unless the parent is unaware of their 
offspring's activities. 

1-13 No 
14-20 Yes 

Table 2.1.d. Relationship with 
parents 

1-15 Good 




16-18 Luke-warm, distant with each 
other 

19-20 Strained, possibly due to 
betrayal 

Table 2. I.e. Parent Status 

1-14 Alive and well 

15- 17 Alive with problems (go to 

Sub-Table 2.1.d.l.) 
18-20 Pasted away 

Sub-Table 2.1.e.l. Alive 
with problems 

I- 5 Suffering debilitating 

illness 
6-10 Handicapped 

II- 15 Missing for unknown 

reason 

16-18 Kidnapped by an enemy 
19-20 Kidnapped by an 
unknown assailant 

2.2. SIBLINGS 

Table 2. 2. a. Number of siblings 

I- 5 None 
6-10 1 

II- 15 2 

16- 17 3 

18 4 

19 5 

20 ld20 

2.2.b. Roll on all the following 
tables for each sibling 

Table 2.2.c. Does the sibling know 
your character's secret identity? 

Role Mod.: If you rolled a "yes" on 
Table 1.6.a. above, then the player 
doesn't need to roll on this table 
unless the sibling is unaware of their 
brother / sister's activities. 



1-14 No 

15- 20 Yes 

Table 2.2.d. Sibling's Sex 

I- 10 Male 

II- 20 Female 

Table 2.2.e. Relationship with 
sibling 

1-15 Good 

16- 18 Luke-warm, distant with each 

other 

19-20 Strained, possibly due to 
betrayal 

Table 2.2.f. Sibling's Status 

1-14 Alive and well 

15-17 Alive with problems (go to 

Sub-Table 2.2.f.l.) 
18-20 Pasted away 

Sub-Table 2.2.f.l. Alive 
with problems 

I- 5 Suffering debilitating 

illness 
6-10 Handicapped 

II- 15 Missing for unknown 

reason 

16-18 Kidnapped by an enemy 
19-20 Kidnapped by an 
unknown assailant 

2.3. ROMANTIC LIFE 

Table 2.3.a. Character's current 
romantic status 

1-5 Single, not dating or causally 
dating 

6-12 Single, with a boyfriend / 

girlfriend 
13-16 Married 

17- 18 Separated 



19-20 Divorced 

2.3.b. Roll on all the following 
tables if character is married, 
separated, divorced or has a 
boyfriend / girlfriend. 

Table 2.3.c. Does your significant 
other know your character's secret 
identity? 

Role Mod.: If you rolled a "yes" on 
Table 1.6.a. above, then the player 
doesn't need to roll on this table 
unless their significant other is 
unaware of their partner's activities. 

1-12 No 
13-20 Yes 




Table 2.3.d. Significant Other's 
Status 

1-14 Alive and well 

15-17 Alive with problems (go to 

Sub-Table 2.3.d.l.) 
18-20 Pasted away 



Sub-Table 2.3.d.l. Alive 
with problems 

I- 5 Suffering debilitating 

illness 
6-10 Handicapped 

II- 15 Missing for unknown 

reason 

16-18 Kidnapped by an enemy 
19-20 Kidnapped by an 
unknown assailant 

2.4. CHILDREN 

Table 2. 4. a. Number of children 
character has 

Roll Mod.: Subtract 1 from roll for 
every year the character's age is 
under 20 (so age 16 = -4, 17 = -3, 18 
= -2, 19 = -1). " 



1-15 


None 


16 


1 


17 


2 


18 


3 


19 


4 


20 


ld20 



2.4.b. Roll on all the following 
tables for each child 

Table 2.4.c. Does the child know 
your character's secret identity? 

Role Mod.: If you rolled a "yes" on 
Table 1.6.a. above, then the player 
doesn't need to roll on this table 
unless the child is unaware of their 
parent's activities. 

1-15 No 
16-20 y es 




Understanding Motivations 

Upholding the good: the character is 
acting for the better good of society 
because its' the right thing to do; and 
the character seeks to protect the inno- 
cent from the evils of the world. 
Examples found in comic books: DCs 
Superman and Marvel's Captain America. 

Responsibility of Power: The charac- 
ter feels that they must act for the bet- 
ter good out of a sense of duty to the 
community, the government or some 
other organization or entity. Examples 
found in comic books: DCs Green Lantern 
(mostly all of them) and Marvel's Spider- 
Man. 

Thrill of adventure: The character is 
a hero for the fun of it. Although law 
abiding, they like the challenge of fight- 
ing evil more than serving the public 
good. Examples found in comic books: 
DCs Beast Boy and Marvel's Human 
Torch. 

On the job: Although not a mercenary, 
the character is a hero for the money 
rather than for the better good of soci- 
ety; but they would fight evil for free if 
the need arises. Examples found in 
comic books: Marvel's Power Man and 
Iron Fist and DCs Booster Gold. 



Table 2.4.d. Child's Sex 

I- 10 Male 

II- 20 Female 

Table 2.4.e. Character's relation- 
ship with the child 

1-15 Good 

16- 18 Luke-warm, distant with each 

other 

19-20 You're estranged from your 
child. 

Table 2.4.f. Child's Status 

1-16 Alive and well 

17- 18 Alive with problems (go to 

Sub-Table 2.3.f.l.) 
19-20 Pasted away 

Sub-Table 2.4.f.l. Alive 
with problems 

I- 5 Suffering debilitating 

illness 
6-10 Handicapped 

II- 15 Missing for unknown 

reason 

16-18 Kidnapped by an enemy 
19-20 Kidnapped by an 
unknown assailant 

3. Motivations 

Many beings are granted great power and 
use them in a variety of ways. Some 
become villains, using their gifts for disrep- 
utable reasons. Others hire out their serv- 
ices to make money, not necessarily for evil 
purposes; but often skirting the definition 
of good and evil. Your character has cho- 
sen to be a hero, but why? 



TABLE 3.1. WHY IS YOUR CHARACTER ISA HERO? 

I- 5 Uphold the good 

6-10 Responsibility of power 

II- 15 Thrill of adventure 
16-20 On the job 
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TABLE 3.2. CHARACTER'S COMMITMENT TO BEING 
A HERO 

I- 10 Total commitment, you believe 

unquestionably in the cause/your 
mission. 

II- 15 You're committed to the cause, but 

could give it up if pressed. 
16-17 Luke-warm commitment, possibly 

rather do something else. 
18-20 Unsure / insecure about your role as 

a hero. 



4. Life Ewenfcs 

Your character has, no doubt, experienced 
much in life before deciding to be a hero. 
So what are the significant events that 
brought them to be the hero they have 
become? 



TABLE 4.1. CHARACTER'S BIRTHPLACE/ WHERE 
THEY GREW UP 

I- 5 An actual U.S. city (Boston, Chicago, 

Los Angeles, etc.) 
6-10 A fictional U.S. city. (Campaign City, 
Freedom City, etc.) 

II- 13 An actual Non-U. S. city (roll on 

Sub-Table 4.1.a. for continent) 
14-15 A fictional Non-U. S. city, (roll on 

Sub-Table 4.1.a. for continent) 
16-18 The U.S. countryside 

19 A Non-U. S. countryside (roll on 
Sub-Table 4.1.b. for continent) 

20 Unusual Location (go to Sub-Table 
4.1.b.) 



Sub -Table 4.1. a. 
Locations: 

1-4 Europe 
5-7 Africa 
8-13 Asia 



Non-U. S. 



14- 16 South America 
17-18 Central America 

19-20 Other (Canada, Pacific Islands, 
Greenland, etc.) 

Sub-Table 4.1.b. Unusual 
Locations: 

1-2 A planet in Earth's Solar 
System 

3-5 A planet in another star 
system 

6-7 A remote, hidden city 

8-9 A Undersea Society (Atlantis, 

Lemuria, etc.) 
10-11 A Underground Society (Mole 

People's Kingdom, etc.) 
12-14 Another Dimension 

15- 16 Another Time Period 

17 The Microverse 

18 A Spacecraft / Submarine / 
World Ship 




19 A Floating Earth City (on 
water) 

20 A Floating Earth City (in the 
air) 

TABLE 4.2. CHARACTER'S SCHOOLING 

1 No formal schooling; possibly home 
schooled. 

2 Formal education through elementary 
school 

3 Formal education through middle 
school 

4-10 Formal education through high school 
11-12 Formal education, some college level 

classes, no degree 
13-18 Formal education, received college 

undergraduate degree 

19 Formal education, received college 
graduate-level degree (Masters). 

20 Formal education, received college 
graduate-level degree (Doctorate). 

TABLE 4.3. CHARACTER'S JOB 

Role Mod.: Note that if you role a job that 
requires a college education and your char- 
acter doesn't have one, then either re-roll 
or come up with a interesting reason how 
they got the job. 

1 None or a Professional Hero 

2 Artist 

3 Businessperson (owns a business) 

4 Construction Worker 

5 Factory Worker 

6 Farmer 

7 Game Designer 

8 Homemaker or work from home 

9 Law (Lawyer, Law Clerk, Judge, etc.) 

10 Office Worker 

11 Policeperson 

12 Politician 



13 Reporter 

14 Restaurant Worker 

15 Retail Store Worker 

16 Sailor (Cargo Ship, Ferry Operator, 
etc.) 

17 Scholar / Teacher 

18 Scientist 

19 Soldier (or similar military) 

20 Other 

TABLE 4.4. CHARACTER'S INCOME LEVEL 

Role mod.: add +2 to roll if character has a 
college degree and/or has a high paying 
professional job (manager, doctor, busi- 
nessperson, etc.) 
1-5 Poor 
6-15 Middle Class 

16- 20+ Upper Class 

E. Heroic: Character 

The role of a hero is one of high adven- 
ture, great tragedy and amazing victories. 
What are the major events that occurred 
as the character has adventured as a hero 
before the campaign began? 

TABLE 5.1. NUMBER OF YEARS THE CHARACTER 
HAS BEEN A HERO 

1-4 1 
5-9 2 
10-13 3 
14-16 4 

17- 20 5 

TABLE 5.2. ROLE ON THE FOLLOWING TABLES FOR 
EACH YEAR THE CHARACTER HAS BEEN A HERO 

TABLE 5.3. SIGNIFICANT EVENTS 

1-8 No significant event 
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9-16 Great accomplishment / victory (go 

to Sub-table 5.3.1.) 
17-20 Great tragedy (go to 

Sub-Table 5.3.2.) 

Sub-table 5.3.1. Great 
accomplishment / victory 

1-2 Participated in a Crisis-level 
event. 

3-4 Discovered a lost civilization. 
5-6 Made contact with an 
extra-ter 

restrial, intelligent species. 
7-8 Saved the U.S. President (or 
other world leader) from a 
major 

supervillain. 
9 Published the best-selling 

"Dumb Guy's Guide to being a 
Superhero." 
10-15 Helped defeat a major, world- 
wide invasion by invaders from: 
1-4 Space. 
5-8 Another 

dimension. 
9-12 Another time 

period. 
13-16 An undersea 

society. 
17-20 An underground 
society. 

16-17 Found a friend/loved who was 
missing or kidnapped. 

18-20 Gained a new power or special 
ability. 

Sub-table 5.3.2. Great Tragedy 

1-2 A teammate/colleague was 
killed in the line of duty. 

3-5 Suffered a major injury in 
battle, recuperated for 



ld20/4, minimum 1 month(s). 
6-7 Became victim of Identity 

Theft, finances in ruin. 
8-10 Was lost for ld20/4, 

minimum 1 month(s), in: 

I- 5 Remote place on 

Earth 
6-10 Outer-space 

II- 15 Another dimension 
16-20 Another 

time-period 
11-14 A friend/loved one was 

severely injured by a 

supervillain. 
15-17 Lost the ability to use a power 

or special ability. 
18-20 Learn you have a evil twin 

(possibility from another 

dimension) who knows your 

true identity. 

G. Friends and Enemies 

As your character has lived their life both 
as a hero and, perhaps, as a civilian they 
have no doubt made many friends and even 
some enemies. As with family, friends can 
be a great support mechanism, but also a 
great liability. And many an enemy may use 
both friends and family against your char- 
acter. 

6.1. FRIENDS 

Table 6.1. a. Number of close 
friends 

1-5 None 

6-13 1 

14-17 2 

18-20 3 



6.1.b. Roll on all the following 
tables for each friend 

Table 6. I.e. Does the friend know 
the character's secret identity? 

Role Mod.: If you rolled a "yes" on 
Table 1.6.a. above, then the player 
doesn't need to roll on this table 
unless the friend is unaware of their 
friend's activities. 



I- 10 

II- 20 



Yes 
No 



illness 
6-10 Handicapped 
11-15 Missing for unknown 

reason 

16-18 Kidnapped by an enemy 
19-20 Kidnapped by an 
unknown assailant 

6.2. ENEMIES 

Table 6.2.a. Number of enemies 
1-5 None 
6-13 1 
14-17 2 
18-20 3 



Table 6.1.d. Friend's Sex 

I- 10 Male 

II- 20 Female 

Table 6. I.e. Friend's Age 

1-6 Younger than you (by ld20/4, 

round up years) 
7-14 Same age as you 

15- 20 Older than you (by ld20 years) 

Table 6.1.f. Relationship with 
friend 

1-12 Best of friends 
13-15 Good relationship, but a rivalry 
exists 

16- 18 Strained due to rivalry 
19-20 Strained due to betrayal 

Table 6.1.g. Friend's Status 

1-14 Alive and well 

15-17 Alive with problems (go to 

Sub-Table 5.1.g.l.) 
18-20 Pasted away 

Sub-Table 6.1.g.l. Alive 
with problems 

1-5 Suffering debilitating 



6.2.b. Roll on all the following 
tables for each enemy. 

Table 6.2.c. Does the enemy know 
your character's secret identity? 

Role Mod.: If you rolled a "yes" on 
Table 1.6.a. above, then the player 
doesn't need to role on this table 
unless the enemy is unaware of the 
character's activities. 

1-18 No 
19-20 Yes 

Table 6.2.d. Enemy's Sex 

I- 10 Male 

II- 20 Female 

Table 6.2.e. Enemy's Age 

1-7 Younger than you (by ld20/3, 

round up years) 
8-13 Same age as you 
14-20 Older than you (by ld20 years) 

Table 6.2.f. Cause of enmity 

1-6 Happenstance, you stopped a 



crime they committed. 
7-9 Professional rivalry gone to 
far. 

10-13 Both of you are/where 
members 

of opposing power groups (such 

as countries). 
14-16 Enemy is psychopathic and 

somehow is drawn to you. 
17-18 Enemy enjoys combating you, 

maybe likes the challenge. 
19-20 You have something or 

represent something the 

enemy wants or needs. 




Table 6.2.g. Enemy's commitment 
to defeating you 

1-4 Enemy obsessed with you. 
5-6 Enemy wants to defeat you, 

but not top priority. 
7-12 Enemy wan\s to defeat you, 

but Luke-warm about it. 
13-14 Enemy dislikes you, but won't 

go out of his/her way to 

challenge you. 
15-17 Enemy has grown to respect 

you to some degree, but will 

fight you. 
17-18 Enemy has grown to respect 



you to some degree, will fight 
you only if you get in their way. 
19-20 Enemy has grown to respect 

you to some degree, almost like 
a friend. 

7. Finishing up 

Now you're finished determining your 
character's basic background. There are, 
no doubt, gaps that need to be filled, so go 
ahead and fill those in. Hopefully, you've 
got a background that helps broaden your 
character concept. If not, start over and 
see what you get. 

Your hero should now be a ready to go out 
and battle evil and save the day, knowing 
that Aunt Jenny is at home baking that 
Apple Pie. But don't forget to get home 
quick after defeating Doctor Deathray; she 
hates it when your late! 



Spiderman and Aunt May, Namor the 
Origin cover and the X-Men are copyright 
Marvel Comics. Batman and Joker, and 
Superman and Lois are copyright DC Comics. 
Images are used without permission and are 
not a challenge to the intellectual rights of 
the respective property holders. 
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beginning with the letter "P," the time has 
come to announce Green Ronin's plans to 
publish a Second Edition of the award-win- 
ning Mutants & Masterminds Superhero 
RPG! 



To be released: September (pre-order 
today at Green Ronin.com) 

(The following material was originally writ- 
ten by Steve Kenson on the Green Ronin 
Website. Some small changes were made to 
the writing to help string the material 
together or clarify points that Steve made 
on the Atomic Think Tank Forum. The 
information is as up-to-date at the time of 
publishing, check the Green Ronin Website 
for continued updates. Special thanks 
should be mention to Frozen Yakman, a 
poster on the forum, for inspiring this 
idea). 

Finally, after months of planning, prepara- 
tion, playtesting, and probably other things 



This is the project I've wanted to work on, 
and announce, since I came on board as 
M&M Line Developer, so I'm both thrilled 
and relieved that the day has come. One of 
the reasons for not announcing until now is 
we wanted to make sure everything was in 
place for the re-launch of our flagship 
game, so we could speak with some authori- 
ty about what you can expect. 

The Mutants & Masterminds Second 
Edition rulebook will ship to the hobby and 
book trade in September of this year. It 
will be a 256-page full-color hardcover, 
with all of the great art and production val- 
ues you have come to expect from Green 
Ronin and the M&M line. 




Now that the word is finally out there, I'd 
like to take the opportunity to tell you a lit- 
tle about the development of M&M 2e. 

THeMlSSION 

When Green Ronin first green-lighted 
Mutants & Masterminds back in early 2002, 
they were taking a considerable risk. 
Products produced under the Open Game 
License at the time were largely fantasy 
adventures, supplements, campaign settings, 
and variants. Games like Spycraft, 
EverQuest, and similar "second generation" 
OGL products weren't yet available. It was 
unclear just how gamers would react to an 
entirely new game with similarities to a sys- 
tem they were familiar with, but also some 
differences. 

It turned out that M&M exceeded our 
expectations. The game was a success, and 
in its wake followed a series of sourcebooks 
and supplements like Freedom City, the 
M&M Annual, and our licensed adaptation of 
Dan Brereton's Nocturnals. Mutants & 
Masterminds was also blessed with both an 
enthusiastic and friendly fan community at 
the Atomic Think Tank forums, but also the 
support of a number of publishers in our 
Superlink program, turning out their own 
support products for the game. 

However, with the success of M&M came 
more demands on both Green Ronin's 
resources and upon the game itself. What 
started out as an experiment, a "let's see" 
try at publishing a d20-based superhero 
RPG, became a full-fledged game line. To 
live up to its potential, M&M needed two 
things: strong support, and a strong founda- 
tion. 



To provide the support, Green Ronin hired 
me as Line Developer, so the line would have 
one person to manage and direct it. For the 
foundation, we talked about taking all we'd 
learned since the publication of M&M, put- 
ting it back into the game, and re-launching 
it, not as an experiment this time, but as 
the flagship product of its line, something 
we could build upon for years to come. 

That job— taking everything for Mutants & 
Masterminds to date and coming up with a 
new and improved core book— went to me, 
but fortunately I wasn't alone in the 
process. In fact, I had several dozen assis- 
tants. 

There Shall Come... A Testing! 

Once an initial draft of the Second 
Edition was ready, it was time to put it to 
the test. We recruited dozens of crack 
playtesters, fans of M&M who knew the 
game inside and out, to put the new edition 
to the test, and test it they did. 

It broke. 

So I made changes and revisions. Rules 
and options were debated. Terms were clar- 
ified and refined. We tried different varia- 
tions, looking for the best options. Some of 
the discussions were heated, but they were 
all productive. By the third round of 
playtesting, a solid manuscript was taking 
shape. We focused more on the details, the 
sub-systems and specific powers. Discussion 
generated new ideas, revisions showed 
places where the rules could be stream- 
lined, where one term could take the place 
of several, and repeated rules consolidated. 

The process was like carving wood. First, 




2nd edition Skill List 



Skill 


ATT 


Untrained 


Acrobatics 


Dex 


No 


Bluff 


Cha 


Yes 


Climb 


Str 


Yes 


Computers 


Int 


No 


Concentration 


Wis 


Yes 


Craft 


Int 


No 


Diplomacy 


Cha 


Yes 


Disable Device 


Int 


No 


Disguise 


Cha 


Yes 


Drive 


Dex 


No 


Escape Artist 


Dex 


Yes 


Gather 






Information 


Cha 


Yes 


Handle Animal 


Cha 


Yes 


Intimidate 


Cha 


Yes 


Investigate 


Int 


No 


Knowledge 


Int 


No 


Language 





No 


Medicine 


Wis 


No 


Notice 


Wis 


Yes 


Perform 


Cha 


No 


Pilot 


Dex 


No 


Profession 


Wis 


No 


Ride 


Dex 


No 


Search 


Int 


Yes 


Sense Motive 


Wis 


Yes 


Sleight of Hand 


Dex 


No 


Stealth 


Dex 


Yes 


Survival 


Wis 


Yes 


Swim 


Str 


Yes 



the playtesters hacked at the manuscript 
with chainsaws, and entire sections went 
flying into the dustbin. They we had at it 
with chisels, chipping and cutting things 
into shape. The final rounds of playtesting 
were more like carving details and sanding 
the surface to a smooth finish. 

If It Ain't Broke... 

One key element of the design of M&M 
2e, and something demanded by the 
playtesters, was: if it ain't broke, don't fix 
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it. So while the new edition has many revi- 
sions, changes, tweaks, updates, and new 
material, it's still the Mutants <& 
Masterminds game you know and love at its 
core and you will find a lot of familiar 
things within its pages. 

In some respects, M&M 2e is even more 
compatible with other d20-based products 
in terminology, use of particular cY\arac\er 
conditions, and updates of things like skills 
and feats to bring them more in-line with 
material from the 3.5 and Modern System 



Resource Documents. Getting d20 players 
to give M&M a try should be even easier 
than before, since they already know how 
to play most of the game! 

TEN WAY S TO START PLAY ING MGM 
2 bD €DmONN OW 

Can't wait for the release of the second 
edition of the World's Greatest Superhero 
RPG in September? Neither can we! 
Unfortunately, since we're still working on 
the power to control space and time to 
speed up the process of getting the book 
finished, printed, and shipped to you, we're 
going to provide some previews to help tide 
you over. These previews are going to look 
at what Mutants & Masterminds Second 
Edition has to offer as well as the process 
of designing and producing it. 

We're kicking things off with a list of ten 
things you can include in your Mutants & 
Masterminds games right now to start get- 
ting ready for all the improvements coming 
in the Second Edition. 

t. P OWE R LEVEL 

Make power level independent of total 
power points. The recommended starting 
power points for player character heroes 
remain the same: PL x 15. The key differ- 
ence is your total number of power points 
doesn't determine what power level you are 
(and vice versa). Instead, the Gamemaster 
sets the power level for the game and 
chooses when to Increase it. 

Players are still awarded power points for 
character advancement, but must spend 
them within the game's power level limit. 
Increase the power level limit slowly to 



encourage players to spend their power 
points to diversify their heroes. Raise it 
quickly to encourage fast growth in the 
heroes' main areas of interest. You can even 
choose to keep it the same throughout the 
series or ignore the limits altogether! 

The power level for villains is determined 
in reverse: based on where their traits fall 
in relation to the campaign's power level 
limits, not how many points they're built on. 
This gives a truer idea of a villain's power 
level than point total alone. So you can have 
PL10 characters with 150 points, as before, 
but also PL8 characters with 160 points, or 
PL12 characters with only 120 points (but 
focused and powerful in particular areas). 

2. ATTACK 6 DEFENSE 

Change the cost of attack and defense 
bonus to 2 points per +1 and remove all abil- 
ity score modifiers to them. Strength and 
Dexterity don't add to attack, and 
Dexterity doesn't add to defense. Now high 
abilities don't necessarily equal greater 
combat skill (although they can, if you 
choose to buy up your attack and defense in 
proportion with your hero's abilities). So 
now it's possible to have a very strong char- 
acter who isn't all that accurate, or an oth- 
erwise normal person with incredible levels 
of combat skill without superhuman ability 
scores. 



Change skill cost to 1 power point for 4 
skill ranks. Maximum skill rank is limited to 
PL +5 (incorporating the benefits of taking 
the Skill Focus and Talented feats, which 
are removed). Now you don't need feats and 
high ability scores to be skilled, just skills! 




The skill list is also simplified. The bene- 
fits of the Balance skill are folded into 
Acrobatics, Forgery becomes a part of 
Craft, Innuendo a part of Bluff and Sense 
Motive, Repair a part of Craft, and Science 
a part of Knowledge. Listen and Spot are 
combined into Notice and Hide and Move 
Silently combine into Stealth. M&M 2e has 
a list of 29 skills rather than 40, although 
with plenty of sub-skills and specialties to 
customize your hero. 

4. TOLK3HNeSS SA VE S 

Change "Damage Saves" to "Toughness 
Saves." This is more in line with the other 
saving throws, which describe the quality 
you use to save: your Fortitude resists dis- 
ease, your Reflexes avoid danger, your Will 
fends off mental effects, likewise your 
Toughness reduces damage. 

Replace the Evasion feat with a new feat 
called Defensive Roll. It gives you a +1 
bonus on your Toughness save per power 
point you put into it (did we mention you can 
buy some feats in multiple ranks now?). The 
drawback is this Toughness bonus comes 
from your ability to "roll" with the attack, 
so you lose it if you're ever unable to move 
freely to dodge. (The Evasion feat now 
works like it does in various other d20 
games: reducing the effects of hazards 
where you get a Reflex save.) 

5. ABiunes 

Eliminate super-abilities and add twice 
their rank to the character's ability scores 
(which can exceed 20) to get the Second 
Edition ability score. So Int 20 and Super- 
Intelligence 8 becomes (8x2 + 20) or Int 
36. Abilities all cost the same (1 point per 



+1 ability score point) regardless of how 
high they are, although you generally can't 
have an ability bonus higher than PL +5. 

An additional benefit of this is ability 
scores in M&M are the same as in other 
d20 products (facilitating conversion and 
allowing you to use other game materials 
with M&M more easily). 

Some high ability scores are Enhanced 
Abilities, powers rather than natural or 
innate abilities. We'll take a look at the dif- 
ference between enhanced and innate abili- 
ties in a future column. 

6. supeivfeats 

Eliminate Super-Feats and make all exist- 
ing Super-Feats into powers costing 1 point 
per rank. Now feats are feats and powers 
are powers. 

7 . P OWE RS 

Eliminate powers as extras of other pow- 
ers. All powers must be bought independ- 
ently with their own extras, flaws, and 
power feats. Mutants & Masterminds also 
greatly expands and refines powers, as we'll 
see in an upcoming column. 

8. P OWE R STUNTS 

Change "power stunts" to "power feats." 
The term "power stunt" is reserved for a 
power feat performed using extra effort 
(that is, a true stunt, and not a capability a 
character normally has). 

9. eXTPA EFFORT 

You can't add extras to powers using extra 
effort. You can, however, still do power 



stunts, including an alternate version of a 
power with an extra added to it. So, while 
you can't add the Area extra to your 
Energy Blast power any more, you can do a 
power stunt that's Energy Blast with the 
Area extra. Since power stunts have to be 
the same cost as the base power, your Area 
Energy Blast will have a lower rank than 
your normal Energy Blast, but you can still 
do it. 

You can use extra effort to get a new sav- 
ing throw against an ongoing effect like 
Mind Control. We call these "lasting 
effects," a new type of power duration, 
which we'll talk about in a future column. 

You can use extra effort to get an extra 
action, before or after your normal actions. 
(This replaces the Heroic Surge feat, which 
basically becomes something everyone can 
do by spending a hero point.) 

1 0. Hep>o POINTS 

If a re-roll from a hero point is 10 or less, 
add 10 to the result, and use the better of 
the two rolls. So if you roll a 17, spend a 
hero point to re-roll and roll a 9, add 10 to 
it for a result of 19. On the other hand, if 
you'd rolled a 14 on your second roll, you 
wouldn't add anything and you could still use 
the 17. 

You can spend a hero point to perform a 
heroic feat: one use of any feat you don't 
normally have. This opens up a tremendous 
range of "maneuvers" for heroes, one-time 
tricks and stunts they can pull off at the 
cost of a hero point. 

Heroes start out with 1 hero point each at 
the beginning of a game. Use the system 



for awarding hero points in the M&M 
Annual #1 to give players additional hero 
points as their heroes face and overcome 
challenges, deal with complications, and 
generally play well during the adventure. 
Toward the climax of the adventure, they'll 
have the hero points they need to trounce 
the villain. 

TOWER LEVELS 

Power level is an overall measure of effec- 
tiveness and power, primarily combat abili- 
ty, but also generally what sort of tasks a 
character can be expected to accomplish on 
a regular basis (assuming the ability to take 
10 and take 20). 

Power level is a value set by the 
Gamemaster for the campaign, not for indi- 
vidual characters. It places certain limits 
on where and how players can spend points 
when creating heroes for the campaign. 
Power level affects the following things: 

Attack: Your hero's total attack bonus 
cannot exceed the campaign's power level. 

Defense: Your hero's total defense bonus 
cannot exceed the campaign's power level. 

Save Difficulty: The saving throw diffi- 
culty modifier for your hero's attacks and 
powers cannot exceed the campaign's power 
level. So at PL 8, for example, your hero 
cannot have a save modifier greater than +8 
(a +8 damage attack, or a power with a save 
DC of 18, for example). 

Toughness Save: Your hero's total 
Toughness saving throw modifier cannot 
exceed the campaign's power level. 
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Fortitude, Reflex, and Will Saves: Your 
hero's total Fortitude, Reflex, and Will save 
modifiers cannot exceed the campaign's 
power level +5. 

Skill Rank: A character cannot have more 
ranks in a skill than the campaign's power 
level +5. So in a PL10 campaign, a player 
character cannot have more than 15 ranks 
in any one skill (10 + 5). 

Ability Scores: Ability scores are limited 
to a bonus no greater than the campaign's 
power level +5. Strength (since it causes 
damage) is restricted by the Save 
Difficulty limit to a bonus no higher than 
the campaign's power level, as is 
Constitution by the maxiumum Toughness 
limit. This means a limit of (10 + twice 
power level) for Strength and Constitution 
and (20 + twice power level) for other abili- 
ty scores. The Strength and Constitution 
limits may be raised with an attack/defense 
trade off (see the following section). 

Note that the power level limits apply only 
to traits bought with power points. Things 
like situational modifiers can change your 
hero's scores. So the bonus you get for a 
combat maneuver or the penalty you suffer 
from being under the effects of an oppo- 
nent's power don't affect your power level 
either way. 

ATTACK /DEFENSE TPvADE-OFFS 

Although the campaign's power level 
defines certain limits, there is some flexi- 
bility to those limits. Players can choose to 
lower one power level limit on a hero to 
raise another related limit. You can adjust 
power level limits in the following ways: 



Attack <& Save Difficulty: You can trade- 
off attack bonus for the saving throw 
Difficulty Class modifier with an attack on 
a one-to-one basis. So a PL 10 hero could 
have a +8 attack bonus in order to have a 
+12 save DC modifier, for example, or a 
hero that has chosen to have a +15 attack 
bonus is limited to a +5 save DC modifier. 
This modification does not apply to powers 
that do not require attack rolls; they 
remain limited by the campaign's normal PL 
limit on save DC modifiers. Strength is con- 
sidered a damaging attack for purposes of 
this trade-off, so lowering your attack 
bonus limit Increases your Strength bonus 
limit. 

Defense <& Toughness: You can trade-off 
defense bonus for Toughness saving throw 
bonus on a one-to-one basis. So a PL 10 
hero with a +7 defense bonus could have a 
+13 Toughness save bonus. Conversely a 
hero in the same campaign who has a +15 
defense bonus is limited to a +5 Toughness 
save bonus. 

No limit can be reduced to less than 0 in 
this way and the GM must approve all 
trade-offs. Attack/defense trade-offs 
allow for some variety in combat-related 
bonuses while maintaining power level bal- 
ance among the heroes overall. 

POWER LEVEL 6 NPCS 

While the GM should keep the power level 
guidelines and suggested starting power 
points for the campaign in mind while creat- 
ing villains and members of the supporting 
cast, such non-player characters are not 
restricted by the campaign's power level 
and may have as many power points as the 
GM wants to give them. 



Instead, determine an NPC's power level 
based on the character's highest appropri- 
ate trait(s). This power level is simply an 
approximation to show what level of chal- 
lenge that NPC offers, and is not necessari- 
ly related to the NPC's power point total, 
which may be greater than or less than the 
recommended starting power points for 
that power level. NPCs are often designed 
to fill a particular niche in the campaign and 
do not need to be as well rounded or bal- 
anced as heroes. 

Example: The Gamemaster is creating a 
villain for a power level 10 campaign. The 
bad guy has a +8 attack bonus and a pri- 
mary attack with a +16 damage bonus. 
Averaging these together gives the GM a 
power level of (16 + 8)/2 which equals 12. 
So long as none of the villain's other traits 
exceed this limit, the GM notes the villain's 
power level as 12, a reasonable challenge 
for a group of PL 10 heroes. 

Likewise, NPCs may have whatever traits 
the GM wishes to assign them. In fact, 
some non-player characters are better 
treated as plot devices; giving them game 
stats may limit them too much! For exam- 
ple, an omnipotent cosmic entity doesn't 
need a comprehensive list of traits; neither 
does a mysterious alien artifact with vast 
and unknown powers. They serve whatever 
dramatic needs the Gamemaster wishes. 
You can find more about creating non-player 
characters and plot devices in Chapter 9: 
Gamemaster ing. 

P OWe P> LEVEL AND CHAJVK C Teft 
g^ OWT H 

As the heroes earn additional power points 
through adventuring, the GM may wish to 



increase the campaign's power level, allowing 
players to spend some of their earned 
power points to improve traits already at 
the campaign's limit. Not raising the power 
level forces player characters to diversify, 
improving their less powerful or effective 
traits, and acquiring new ones, but it can 
make the players feel constrained and the 
heroes to start looking the same if it isn't 
raised occasionally. Increasing power level 
by one for every 15 earned power points is 
a good rule of thumb, depending on how 
quickly the GM wants the heroes to improve 
in overall power. 

ABILITY SCOP>eS 

If you've been playing RPGs at all in, well, 
ever, odds are you're familiar with the pri- 
mary ability scores in Mutants & 
Masterminds. The new edition retains the 
same ability scores as before, but handles 
them a bit differently. For one thing, the 
split between normal and super-abilities 
isn't as major. For another, ability scores no 
longer affect a character's skill in combat. 

Here are descriptions of the six abilities 
and how they affect characters, along with 
some additional notes on abilities in 
Mutants <& Masterminds 2e. 

Strength (Str) 

Strength measures sheer muscle power 
and the ability to apply it. Your Strength 
modifier applies to: 

Damage dealt by your melee or thrown 
weapon attacks. 

Climb and Swim checks. 
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How far you can jump and throw things. 

The amount of weight you can lift, carry, 
and throw. 

Dexterity (Dex) 

Dexterity is a measure of coordination, 
agility, speed, manual dexterity, and bal- 
ance. It's particularly useful for heroes 
relying more on speed and agility than sheer 
strength and toughness. Your Dexterity 
modifier applies to: 

Reflex saving throws, for avoiding danger 
based on coordination and reaction time. 

Initiative checks. 

Acrobatics, Stealth, Sleight of Hand, and 
other skill checks based on Dexterity. 

Dexterity checks for feats of agility and 
coordination when a specific skill doesn't 
apply. 

Constitution (Con) 

Constitution is endurance, health, and 
overall physical resilience. Constitution is 
important because it affects a character's 
ability to resist most forms of damage. 

Your Constitution modifier applies to: 

Toughness saving throws for resisting 
damage. 

Fortitude saving throws, for resisting dis- 
ease and poison, fatigue, and effects involv- 
ing the character's health. 

Constitution checks to recover from dam- 




age and injury. 
Intelligence (Int) 

Intelligence covers reasoning ability and 
learning. Intelligence is important for char- 
acters with a lot of skills like Craft and 
Knowledge. 

Your Intelligence modifier applies to: 

Craft, Knowledge, Search, and other skill 
checks based on Intelligence. 

Intelligence checks to solve problems 
using sheer brainpower when a specific skill 
doesn't apply. 

Wisdom (Wis) 

While Intelligence covers reasoning, 
Wisdom describes awareness, common 
sense, intuition, and strength of will. A 
character with a high Intelligence and a low 
Wisdom may be an "absent-minded profes- 
sor" type, smart but not always aware of 
what's going on. On the other hand, a not so 
bright (low Intelligence) character may 
have great common sense (high Wisdom). 
Your Wisdom modifier applies to: 

Will saving throws, for resisting attempts 
to influence your mind. 

Notice, Sense Motive, and other skill 
checks based on Wisdom. 

Wisdom checks to resolve matters of 
intuition when a specific skill doesn't apply. 

Charisma (Cha) 

Charisma is force of personality, persua- 



siveness, leadership ability and (to a lesser 
degree) physical attractiveness. Charisma is 
useful for heroes who intend to be leaders 
as well as those who strike fear into the 
hearts of criminals with their presence. 

Your Charisma modifier applies to: 

Bluff, Diplomacy, Intimidation, and other 
skill checks based on Charisma. 

Charisma checks to influence others 
through force of personality when a specif- 
ic skill doesn't apply. 

Msig-rr int o W isdo m 

There was a point during the development 
process when the Wisdom score was 
renamed "Insight," since "Wisdom" can be 
seen as more of a fantasy quality. "Insight" 
sounds more modern, and reflects the abili- 
ty's connection to noticing things. However, 
it wasn't long before it was changed back to 
Wisdom. For one thing, it was far more 
familiar to readers and compatible with the 
other RPGs they knew. For another, who 
says superheroes don't have great 
"Wisdom"? After all, Captain Marvel has 
the Wisdom of Solomon and Professor X is 
said to be a "wise" and capable teacher. So 
ultimately Wisdom fit just fine into the 
scheme of things. 

ABILITY BENCH M ARKS 

The Ability Benchmarks table provides 
some guidelines on where a particular abili- 
ty score falls in comparison to the general 
population. This helps players to assign abil- 
ity scores to their heroes and for 
Gamemasters creating NPCs with particular 
capabilities. 



Score Modifier Description 

1 -5 Completely inept or disabled 

2-3 -4 Weak; infant 

4-5 -3 Younger child 

6-7 -2 Child, elderly, impaired 

8-9 -1 Below average; teenager 

10-11 +0 Average adult 

12-13 +1 Above average 

14-15 +2 Well above average 

16-17 +3 Gifted 

18-19 +4 Highly gifted 

20-21 +5 Best in a nation 

22-23 +6 Best in the world 

24-25+7 Best ever; peak of human 

achievement 

26-27+8 Low superhuman 

28-29+9 Moderate superhuman 

30 +10 High superhuman 

40 +15 Very high superhuman 

50 +20 Cosmic 

Carrying Capacity: The following table 
details examples of large items and the 
Strength Ability Scores necessary to lift 
the items. Note that for every +5 in 
Strength a character has doubles their 
Carrying Capacity and multiple characters 
trying to pick-up an item would add their 
Strengths' together.amp 

35 A car 

40 A truck 

60 A tank 

70 A Boeing 747 

80 A small bridge 

105 An ocean liner 

125 The Empire State Building 

130 The Golden State Bridge 

145 The Great Pyramid 

360 The Moon* 

390 The Earth* 

*Its' considered "pushing/dragging" move- 



ment for these items. 

eNhWNcep abilities 

Some ability scores may be acquired as 
Enhanced Abilities, as described in Chapter 
5: Powers. Enhanced Abilities are powers 
rather than entirely innate or natural. The 
key differences between Enhanced Abilities 
and normal ability scores are Enhanced 
Abilities can be nullified (normal abilities 
cannot) and Enhanced Abilities can have 
power feats and be used for power stunts 
with extra effort (normal abilities cannot). 

Enhanced Abilities and normal abilities 
have the same cost (1 power point per abili- 
ty score point). The player decides if a 
character's ability score is normal or 
enhanced and, if it is enhanced, how much 
of it is enhanced. Enhanced Abilities are 
noted with the normal ability score in 
parenthesis after them, such as 50 (16), 
indicating if the character's Enhanced 
Ability is nullified, the character still has a 
score of 16 in that ability. 

owiGesTo abilities 

Mutants <& Masterminds 2e makes a few 
changes to ability scores, as mentioned at 
the beginning of this column. Let's look at 
what those changes are and why they were 
made: 

Strength and Dexterity: Strength and 
Dexterity in Mutants <& Masterminds do 

not directly influence a character's chances 
to hit in combat, and Dexterity doesn't 
improve a character's Defense score. These 
capabilities are purchased separately with 
attack and defense bonus. 




This change brings the value of Strength 
and Dexterity in line with the other abili- 
ties and allows players to fine-tune their 
characters' combat abilities (so not all 
strong heroes are good melee combatants, 
for example, and not all graceful heroes are 
automatically good at avoiding attacks). If 
you want a character whose great Strength 
or Dexterity provides greater combat abili- 
ty, simply buy the character's attack and 
defense bonus in proportion to those ability 
scores. On the other hand, you can also 
have a strong or dexterous character who's 
not especially good in a fight, if you prefer. 
It's up to you. 

This approach also makes it easier to man- 
age power level limits on attack and 
defense bonus and to calculate those 
bonuses in the game. 

Intelligence: Unlike other d20-based 
games, your Mutants & Masterminds char- 
acter's Intelligence modifier does not alter 
the number of skill points your hero gets. 
In Mutants & Masterminds, skill ranks are 
purchased with power points, just like 
everything else. 

This isn't a change from the previous edi- 
tion, really, more of a clarification, but it 
goes along with the idea that high Strength 
and Dexterity don't necessarily make you a 
great fighter; high Intelligence doesn't nec- 
essarily mean you know a lot, it just means 
you're smart (and, with unskilled use of 
Knowledge checks, you still know a lot of 
general things). 

SKILLS 

Mutants & Masterminds heroes can sneak 
into the well-guarded lairs of criminal mas- 



terminds, infiltrate alien computer systems, 
and create devices beyond the understand- 
ing of modern science. They can piece 
together clues to a villain's latest plot, run 
along tightropes, and pilot vehicles through 
obstacle courses. They do so through the 
use of various skills. 

Mutants & Masterminds 2e both simpli- 
fies and refines the descriptions and use of 
skills. Redundant skills are added together 
to make a single skill, while the individual 
uses of skills are expanded. The new skill 
table in the rulebook is shown below: 

CHOOSING SKILLS 

There are a number of factors to consider 
when choosing skills for your Mutants <& 
Masterminds hero. 

Training vs. Talent: In game terms 
there's no difference between a character 
who has ranks in a skill because of exten- 
sive training and another whose skill ranks 
represent a natural "knack" or aptitude for 
the skill. Both are considered "trained" in 
the skill in game terms. For example, one 
character might have a high Diplomacy skill 
based on extensive training in negotiation, 
debate, and management. Another charac- 
ter's Diplomacy skill may stem more from 
personal attractiveness or a talent for get- 
ting others to cooperate, while a third 
character may have a combination of the 
two. Feel free to decide for yourself what 
mix of training and talent your hero's skill 
ranks represent. 

Life Skills: When allocating skill ranks for 
your character consider not just the char- 
acter's role as a hero but also the various 
other skills the character may have picked 



up in day-to-day life. For example, most 
adults have some sort of Craft or 
Profession skill as their occupation with at 
least 3 to 5 ranks (more if they're especial- 
ly good at their job). Some people pick up 
ranks in Notice, although most get by using 
the skill untrained. Characters working with 
technology may have the Computers or 
Craft skills even if they don't apply to their 
powers. A particularly well-educated person 
may have various Knowledge skills. These 
additional skills help round out a character 
and provide some background color and— 
who knows?— they may turn out to be useful 
in an adventure at some point. 

Adventuring Skills: Also give some 
thought to the skills your character needs 
to be effective in game play. Some are 
obvious, especially if they're part of your 
character concept. A scientist is going to 
have Knowledge skills, and possibly 
Computers or Craft. A pilot should have 
Pilot, while a doctor should have Medicine 
and Profession (physician). Beyond the obvi- 
ous and background skills of your character 
consider "utility skills" like Concentration, 
Notice, Search, Sense Motive, and Stealth, 
which many characters find useful. A few 
ranks in such skills may be a smart invest- 
ment. 

SKILL BENCHMARKS 

As a general guideline, 1-4 ranks in a skill 
is a basic level of training, familiarity with 
the basics of the skill. A character with 5- 
8 ranks has a professional level of training, 
sufficient for someone using the skill in 
their primary profession. Someone with 9- 
12 ranks is an expert; the character is rec- 
ognized and likely known as an expert in the 
skill, while 13-15 ranks represent virtual 
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mastery of the skill. More than 15 ranks is 
such an amazing level of skill that the char- 
acter is recognized as being among the 
best-trained people in the world! 

These guidelines apply to attack and 
defense bonus as well if you substitute skill 
level for "combat skill level." So a hero with 
attack +7 has a "professional" level of 
training, while someone with a +15 bonus is 
a true master of combat skills. 

SPECIALTY SKILLS 

Some skills— like Craft, Knowledge, and 
Perform— cover a wide range of knowledge 
or techniques. These skills are actually 
groups of similar skills, called specialty 
skills. When putting ranks into one of these 
skills, you must choose a specialty, a partic- 
ular aspect of the skill your character 
knows. For example, you might choose the 
physical sciences specialty of Knowledge or 
the mechanical specialty of Craft. Skill 
ranks in one specialty of a skill do not imply 
training in the skill's other specialties. 

Specialty skills (and their specialties) are: 

Craft: artistic, chemical, electronic, 
mechanical, structural. 

Knowledge: arcane lore, art, behavioral 
sciences, business, civics, current events, 
earth sciences, history, life sciences, physi- 
cal sciences, popular culture, streetwise, 
tactics, technology, theology and philoso- 
phy. 

Language: Each language is a separate 
specialty. 

Perform: acting, comedy, dance, key- 



boards, oratory, percussion instruments, 
singing, stringed instruments, and wind 
instruments. 

Profession: Each profession is a separate 
specialty. 

F€ATS 

Mutants <& Masterminds heroes are more 
than just skilled, they're capable of amazing 
feats, often beyond the abilities of ordi- 
nary people. In Mutants & Masterminds, a 
feat is a particular special ability. Feats 
often allow heroes to "break the rules," 
doing things most people cannot. 

Feats in M&M are rated in ranks and 
bought with power points, just like skills 
and powers. Feats cost 1 power point per 
rank. 

TYPES OF FEATS 

Feats in Mutants & Masterminds are cat- 
egorized as one of four types: 

Combat feats are useful in combat and 
often modify how combat maneuvers are 
performed. 

Skill feats offer bonuses or modifications 
to skill use. 

Fortune feats require and enhance the use 
of hero points. 

General feats provide special abilities or 
bonuses not covered by the other cate- 
gories. 

Power feats are a special fifth type of 
feat, related to powers and described in 



53 



Chapter 5 of the rulebook. 
SAMPLE FEATS 

Here's just a sample of the selection of 
feats found in Chapter 4 of Mutants St 
Masterminds. 

Animal Empathy (Skill) 

You have a special connection with animals. 
You can use the Handle Animal skill like 
Diplomacy to change the attitude of an ani- 
mal by interacting with it. You can also use 
the Bluff and Gather Information skills on 
animals. You don't actually need to speak to 
the animal; you communicate your intent 
through gestures and body language and 
learn things by studying animal behavior. 

Benefit (General, Ranked) 

You have some significant perquisite or 
fringe benefit. The exact nature of the 
benefit is for you and the Gamemaster to 
determine. As a rule of thumb it should not 
exceed the benefits of any other feat, or a 
power costing 1 point. It should also be sig- 
nificant enough to cost at least 1 point. 
Several examples are given below. A license 
to practice law or medicine, on the other 
hand, should not be considered a benefit; 
it's simply a part of having enough ranks in 
the appropriate Profession skill and has no 
significant game effect. Benefits may come 
in ranks for improved levels of the same 
benefit. The GM is the final arbiter as to 
what does and does not constitute a 
Benefit in the campaign. Keep in mind some 
qualities may constitute Benefits in some 
campaigns, but not in others, depending on 
whether or not they have any real impact 
on the game. 



The following are some potential Benefits. 
The GM is free to choose any suitable 
Benefit for the campaign. 

Alternate Identity: You have an alternate 
identity, complete with legal paperwork 
(driver's license, birth certificate, etc.). 
This is different from a costumed identity, 
which doesn't necessarily have any legal 
status. 

Diplomatic Immunity: By dint of your 
diplomatic status, you cannot be prosecuted 
for crimes in nations other than your own. 
All another nation can do is deport you to 
your home nation. 

Security Clearance: You have access to 
classified government information, installa- 
tions, and possibly equipment and personnel. 

Status: By virtue of birth or achievement, 
you have special status. Examples include 
nobility, knighthood, aristocracy, being a 
samurai in medieval Japan, and so forth. 

Wealth: You have greater than average 
wealth or resources. Increase your Wealth 
bonus by +4 per rank. 

Defensive Roll (Combat, Ranked) 

You can evade damage through agility and 
"rolling" with an attack. You receive a bonus 
to your Toughness saving throws equal to 
your rank, but lose your Defensive Roll 
bonus whenever you are denied your dodge 
bonus or unable to take a free action. Your 
Defensive Roll bonus is not reduced by 
Penetrating attacks, but neither can it be 
Impervious. Your total Toughness save 
bonus, including Defensive Roll, is limited by 
the campaign's power level. 
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Fearless (General) 

You are immune to fear effects of all 
sorts. You automatically succeed on any sav- 
ing throw against a fear effect. 

Fearsome Presence (General, Ranked) 

You can inspire fear in others. Take a 
standard action to strike a suitably fear- 
some pose or utter an intimidating threat; 
anyone within (feat rank x 5) feet able to 
interact with you must make a Will save (DC 
10 + rank) or become shaken. If the save 
fails by 5 or more, the subject flees from 
you. If the save fails by 10 or more, the 
subject panics, dropping any held items and 
fleeing from you as quickly as possible. Your 
Fearsome Presence rank cannot exceed 
your Intimidate skill bonus. 

Interpose (General) 

Once per round, when an ally adjacent to 
you is targeted by an attack, you can 
choose to trade places with that ally as a 
reaction, making you the target of the 
attack instead. If the attack hits, you suf- 
fer the effects normally. If the attack 
misses you, it also misses your ally. You 
must declare your intention to trade places 
with an ally before the attack roll is made. 
You cannot use Interpose if you are 
stunned or otherwise incapable of taking 
free actions. 

Inventor (Skill) 

You can use the Knowledge (technology) 
and Craft skills to create inventions and 
temporary devices. 

Jack-of-AII-Trades (Skill) 



You can use any skill untrained, even skills 
that normally cannot be used untrained, 
although you must still have proper tools if 
the skill requires them. 

Minions (General, Ranked) 

You have a follower or minion. This minion 
is an independent character with a power 
point total of (rank x 15). Minions are sub- 
ject to the normal power level limits, and 
cannot have minions themselves. Your min- 
ions automatically have a helpful attitude 
toward you. If you double the cost of this 
feat (2 points per rank) your minions are 
fanatical. They are subject to the normal 
rules for minions. 

Rather than increasing the power points 
available to create your minion, a rank in 
this feat can move your total number of 
minions of the same type one step up the 
Progression Table. So Minions 5 can give 
you one 75-point minion, or two 60-point 
minions, or five 45-point minions, or ten 30- 
point minions, and so forth. Your minions 
don't have to be identical, but should be 
generally of the same type (human agents, 
infernal demons, zombies, etc.). 

Any lost minions are replaced in between 
adventures with other followers with simi- 
lar abilities at the Gamemaster's discretion. 

Ultimate Effort (Fortune, Ranked) 

When spending a hero point on a particular 
task, you treat the roll as a 20 (meaning 
you don't need to roll the die at all, just 
apply a result of 20 to your modifier). This 
is not a natural 20, but is treated as a roll 
of 20 in all other respects. You choose the 
particular action the feat applies to when 
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you acquire it and the GM must approve it. 
You can take Ultimate Effort multiple 
times, each time, it applies to a different 
action. 

The following are potential Ultimate 
Efforts. The GM is free to add any others 
suitable to the campaign. 

Ultimate Aim". When you take the time to 
aim an attack (see Aim), you can spend a 
hero point to apply a 20 result to the 
attack roll. Since the Ultimate Aim bonus is 
not a natural 20, it also does not qualify as 
an automatic or critical hit, however. 

Ultimate Save: You can spend a hero 
point to apply a 20 result to a saving throw 
with one type of save (Toughness, 
Fortitude, Reflex, or Will). 

Ultimate Skill: You can spend a hero point 
to apply a 20 result to checks with a partic- 
ular skill. 

p owe rs 

Although some heroes and villains rely 
solely on skills and feats, most are set 
apart by their super-human powers. 
Mutants & Masterminds characters can lift 
tanks, fly through the air, throw lightning 
from their hands, shoot lasers from their 
eyes, or any number of other amazing 
things. 

Mutants & Masterminds 2e has over a 
hundred powers (107, to be exact)— more if 
you count the variations of powers like 
Element Control and Summon Minion. Like 
the first edition of the game, it also has a 
selection of options for customizing powers, 
allowing you to create a virtually infinite 



range of abilities. 

p owe p> descriptors 

The rules explain what various powers do, 
that is, what their game effects are, but it 
is left up to the player and Gamemaster to 
apply descriptors to define exactly what a 
power is and what it looks (and sounds, and 
feels) like to observers. 

A power's descriptors are primarily for 
color. It's more interesting and clear to say 
a hero has a "Flame Blast" or "Lightning 
Bolt" power than a generic "Blast" power. 
"Flame" and "lightning" are descriptors of 
the Blast power. Descriptors do have some 
impact on the game since some powers work 
only on or with effects of a particular 
descriptor. A hero may be immune to fire 
and heat, for example, so any effect with 
the "fire" or "heat" descriptor doesn't 
affect that character. The different sense 
types are descriptors pertaining to sensory 
and concealment powers. Different alle- 
giances may also be descriptors. 

Generally speaking, a descriptor is part of 
what a power is called beyond its game sys- 
tem name. For example, a weather-control- 
ling heroine has the following powers as 
part of Weather Control: Blast, 
Environmental Control, and Obscure. Her 
Blast is the power to throw lightning bolts, 
so it has the descriptor "lightning." If a vil- 
lain can absorb electricity, then his power 
works against the heroine's damage (since 
lightning is electrical in nature). Her 
Environmental Control is the power to con- 
trol the weather, giving it the descriptor 
"weather." Obscure creates thick banks of 
fog, giving it the "fog" or "mist" descriptor. 
So if an opponent transforms into mist, 
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with the ability to regenerate in clouds or 
fog, he can regenerate inside the heroine's 
Obscure area. If the heroine's power comes 
as a gift from the gods, it may also have 
the descriptor "divine" or "magical." On the 
other hand, if it comes from her mutant 
genetic structure, then it has the descrip- 
tor "mutant." 

The number of power descriptors is virtu- 
ally limitless. The players and Gamemaster 
should cooperate to apply the appropriate 
descriptors to characters' powers and use 
common sense when dealing with how the 
different descriptors interact. Just 
because one hero throws "lightning" and an 
opponent can absorb "electricity" doesn't 
mean the villain's absorption doesn't work 
because it's not the exact same descriptor. 
Lightning is a form of electricity, after all. 
A certain amount of flexibility is built into 
descriptors, allowing them to cover the full 
range of possible powers. As in all things, 
the GM is the final arbitrator and should 
be consistent when ruling on whether or not 
a particular descriptor is appropriate and 
how all powers and descriptors interact in 
the campaign. 

couNrepjNG rowers 

In some circumstances the effects of one 
power may counter another, negating it. 
Generally for two powers to counter each 
other they must have opposed descriptors. 
For example, light and darkness powers can 
counter each other as can heat and cold, 
water and fire, and so forth. In some cases, 
such as with mental powers, powers of the 
same descriptor can also counter each 
other. The GM is the final arbiter as to 
whether or not a power of a particular 




descriptor can counter another. The Nullify 
power can counter any power of a particular 
descriptor or even any power at all! 

How countering works: To counter a 
power, you must take the ready action. In 
doing so, you wait to complete your action 
until your opponent tries to use a power. 
You may still move, since ready is a stan- 
dard action. 

You must be able to use the readied power 
as a standard, move, or free action. Powers 
usable as a reaction do not require a ready 
action; you can use them to counter at any 
time. Powers requiring a full action or 
longer cannot counter another power in 
combat (although they may counter ongoing 
effects, see the following section). 

If an opponent attempts to use a power 
you are able to counter, use your countering 
power as your readied action. You and the 
opposing character make power checks (d20 
+ power rank). If you win, your powers can- 
cel each other out and there is no effect 
from either. If the opposing character 
wins, your attempt to counter is unsuccess- 
ful. The opposing power works normally. 

Example: Siren, goddess of the seas, is 
fighting the White Knight. The hate-mon- 
gering villain hurls a Blast of white-hot fire. 
Having readied an action, Siren's player 
says she wants to counter White Knight's 
fire Blast with her Water Control. The GM 
agrees the two powers should be able to 
counter each other, so he asks Siren's play- 
er to make a Water Control check, while he 
makes a power check for White Knight. 
Siren's player rolls a result of 26 while the 
GM rolls a result of 19 for White Knight. 
Siren successfully counters the flame Blast, 



which fizzles out in a gout of steam. 

Countering ongoing effects: You can also 
use one power to counter the ongoing or 
lasting effect of a power, or the lingering 
results of an instant power (like flames 
ignited by a fiery Blast). This requires a 
normal use of the countering power and an 
opposed power check, as above. If you are 
successful, you negate the effect (although 
the opposing character can attempt to re- 
establish it normally). 

Example: Mastermind has placed Johnny 
Rocket under his Mind Control. Lady Liberty 
has the power to break such bonds ( the 
Nullify power). She shines the light of lib- 
erty on her teammate and makes a power 
check (d20 + her Nullify rank). The GM 
makes a power check of d20 + Mastermind's 
Mind Control rank. If Lady Liberty wins, 
Johnny is free of Mastermind's control. If 
she fails, the Freedom League will have to 
come up with another plan to neutralize 
their super-fast teammate without hurting 
him. 

Instant countering: You can spend a hero 
point to counter another power as a reac- 
tion, without the need to ready an action to 
do so. 

Example: The witch Seven and her team- 
mates face off against Malador the Mystic, 
who hurls a powerful spell at them. Seven's 
player chooses to spend a hero point, allow- 
ing Seven a shot at countering the incoming 
spell with her own Magic before it hits. She 
and Malador make power checks (d20 + 
Magic rank). Seven manages to win and 
block the necromancer's spell... this time. 



r OW€ P> F6\TS 

Power feats expand a power's utility in 
various ways. Acquiring a power feat costs 1 
power point, just like a normal feat. Power 
feats are options for a power; you can 
decide to use them or not when you use the 
power. Characters can use extra effort to 
temporarily acquire a power feat they don't 
already have (unlike acquiring normal feats, 
which requires the expenditure of a hero 
point). 

Here's just a sample of the power feats 
found in the Mutants & Masterminds 2e 
rulebook: 

Affects Insubstantial 

A power with this feat works on insub- 
stantial targets, in addition to having its 
normal effect on corporeal targets. One 
application of Affects Insubstantial allows 
the power to work at half its normal rank 
(rounded down) against insubstantial tar- 
gets; two applications allow it to function at 
its full rank against them. Mental and sen- 
sory powers do not require this feat, since 
they already affect insubstantial targets. 



Homing 

This feat grants a power an additional 
opportunity to hit. If an attack roll with a 
Homing power fails, it attempts to hit again 
on the following round on your initiative, 
requiring only a free action to maintain and 
leaving you free to take other actions, 
including making another attack. 

The Homing power uses the same accurate 
sense as the original attack, so concealment 
effective against that sense may confuse 



the Homing attack and cause it to miss. You 
can buy Super-Senses Linked to the Homing 
power, if desired (to create things like 
radar-guided or heat-seeking missiles, for 
example). If a Homing attack is blocked or 
countered before it hits, it loses any 
remaining chances to hit. 

You can apply this feat multiple times, 
each time moves the number of additional 
chances to hit one step up the Progression 
Table, but the attack still only gets one 
attack roll per round. 



Innate 

A power with this feat is an innate part of 
your nature. Trait effects, such as Boost, 
brain, or Nullify, cannot alter it. 
Gamemasters should exercise caution in 
allowing the application of this feat; the 
power must be a truly innate trait, such as 
an elephant's size or a ghost's incorporeal 
nature. If the power is not something nor- 
mal to the character's species or type, it 
probably isn't innate. Unlike other power 
feats, the use of innate is not optional: a 
power is either innate or it is not. 



Precise 

Powers with this feat are especially pre- 
cise. You can use a Precise power to per- 
form tasks requiring delicacy and fine con- 
trol, such as using a Precise Blast to spot- 
weld or carve your initials, Precise 
Telekinesis to type or pick a lock, Precise 
Cold Control to match a particular tempera- 
ture exactly, and so forth. The GM has 
final say as to what tasks can be performed 



with a Precise power and may require a 
power, skill, or ability check to determine 
the degree of precision with any such task. 
An attack power with the Precise feat gains 
the benefits of the Precise Shot feat, 
which is essentially the same thing. 



Alternate Power Arrays 

The Alternate Power feat is actually 
another power or powers, mutually exclusive 
with the primary power this feat is applied 
to and any other Alternate Power feats of 
that power, which can't be used or main- 
tained at the same time. For example, a 
Blast power with the descriptor of laser 
might have a visual Dazzle as an Alternate 
Power: the same light beam can be used to 
damage or blind a target, just not both at 
once. Think of Alternate Powers as differ- 
ent "settings" for a power. A set of 
Alternate Powers is called an array. 

An Alternate Power can have any power, 
rank, or combination of modifiers and power 
feats. Alternate Powers may also have dif- 
ferent descriptors, usually thematically 
linked, within reason. This allows you to 
have two versions of a Blast power, for 
example: a fire blast and an ice blast. 
Permanent powers cannot have Alternate 
Power feats, nor can they be Alternate 
Powers (since they can't be turned on and 
off). 

The Alternate Power cannot have a total 
cost or rank greater than the primary 
power. So a rank 10 primary power costing 
20 power points can have any Alternate 
Power with a cost of 20 power points or 
less and no more than 10 ranks. This cost 
does not include the cost of any Alternate 
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Power feats the primary power may have. 
So if the 20-point power has 5 Alternate 
Powers (making the final cost 25 points), 
each Alternate Power is still limited to a 
total value of 20 points (including any power 
feats it may have), that of the base power. 

An Alternate Power may be made up of 
two or more other powers, but that 
Alternate Power cannot exceed the cost of 
the primary power. Adrian Eldritch, Earth's 
Master Mage, has Astral Form at rank 6. 
Eldritch's player chooses the Alternate 
Power feat and selects Flight at rank 3 and 
Force Field at rank 12 with the Impervious 
extra. Even though Flight and Force Field 
are two powers, they count as only one 
Alternate Power, usable together, but not 
at the same time as Astral Projection. 

Alternate Powers cannot be used or main- 
tained at the same time as any other power 
in the same array, they are mutually exclu- 
sive. Switching between powers requires a 
free action and can be done once per round. 
If anything disables, nullifies, or drains any 
power in an array, all of them are affected 
in the same way. The effects of Lasting 
powers remain, even if you switch your 
array to a different power, until the target 
recovers. 

Dynamic Alternate Powers: For two 

ranks (2 power points) an Alternate Power 
is dynamic; it can share power points with 
other Dynamic Alternate Powers of that 
power (so a power must have two Dynamic 
Alternate Powers for this option to be use- 
ful). You decide how many power points are 
allocated to the various powers once per 
round as a free action. Making the base 
power of an array Dynamc requires one 
Alternate Power rank (1 power point). 



Example: Adrian Eldritch, Earth's Master 
Mage, has the Magic power at rank 16. 
Eldritch's player chooses Mystic Blast as 
the power's free effect (and primary power 
in the array) as well as the following 
Alternate Powers as spells Eldritch has 
mastered: bazzle (visual), ESP (visual and 
auditory), Illusion, Obscure (visual), 
Obscure (auditory), and Telekinesis. 

Each Alternate Power can have a cost of 
up to 2 power points per Magic rank (or 32 
points total) and a rank no greater than 16. 
For those powers costing 2 points per rank, 
like bazzle, Obscure, and Telekinesis, this 
gives them the same rank as the power, or 
16. ESP for visual and auditory senses costs 
3 points per rank, so it has a rank of 10 (30 
points), and Illusion for all senses costs 4 
points per rank, so it has a rank of 8 (32 
points). Eldritch can only use one Magic 
power at a time. If he wants to use his 
Mystic Blast, he has to stop using Illusion, 
Telekinesis, or whatever other Alternate 
Power he's currently using. 

Later, Eldritch's player decides to make 
some of his Alternate Powers dynamic. He 
spends an extra power point on the ESP, 
Obscure (visual), and Telekinesis Alternate 
Power feats. This allows Eldritch to mix- 
and- match points from his Magic power 
between those three Alternate Powers. So 
he could split his points between two or 
more of them at one time, for example. 
However, he can still only use the other 
Alternate Powers one at a time. If the play- 
er wants to make Eldrich's Mystic Blast 
( the primary power) Dynamic as well, it 
costs 1 power point to do so. 

If Eldritch's player comes up with a par- 
ticular spell he wants the Master Mage to 



pull off during the game (one not already on 
Eldritch's character sheet as an Alternate 
Power), he can use extra effort or spend a 
hero point to acquire the new Alternate 
Power feat as a power stunt. 



P OWe P>MODFieP>S: eXTPASATO 
FLA W S 

Power modifiers enhance or weaken a 
power's effects in various ways, sometimes 
significantly changing how they work. 
Positive modifiers, called extras, increase a 
power's cost per rank by 1. Negative modi- 
fiers, called flaws, reduce a power's cost 
per rank by 1. 

There are general power modifiers (apply- 
ing to a wide range of powers) and each 
power is also listed with specific modifiers, 
including how particular general modifiers 
work in conjunction with that power. 

Here are some sample modifiers from 
Mutants & Masterminds 2e. 

Alternate Save +0/+1 modifier 

A power with this modifier has a different 
saving throw than usual. The power's 
effects and saving throw Difficulty Class 
remain the same, only the save differs. This 
is particularly important for Toughness 
save powers, which have a base DC of 15 + 
rank, rather than 10 + rank. If you change a 
power with a Toughness save to another 
save, its save DC remains 15 + rank. 

When applied to powers requiring a 
Toughness saving throw, Alternate Save is a 
+1 modifier and can only make the power's 
save Fortitude or Will. Fortitude generally 



represents a toxic effect like a poison, 
while Will represents a mental or spiritual 
attack, and makes the power a mental 
effect. In either case the power only works 
on targets with the appropriate save: 
Fortitude only affects living targets with a 
Constitution score. Will only affects crea- 
tures with all three mental ability scores. 
Neither works on inanimate objects. 

Applied to powers requiring other save, 
this modifier does not change a power's 
cost (it is a +0 modifier). The GM may 
choose to add a modifier if the alternate 
save grants a significant advantage in the 
campaign, but usually the differences in 
utility against various targets even out. 

Attack +0 modifier 

This extra applies to personal range pow- 
ers, making them into attack effects. 
Examples include Shrinking and Teleport, 
causing a target to shrink or teleport away. 
Unlike most extras, the power's cost does 
not change, although its effects do. 

The power no longer works on you, so a 
Teleport Attack can't be used to teleport 
yourself. It affects one creature of any 
size or 100 lbs. of inanimate mass. You can 
increase the affected mass with the 
Progression power feat. The power has 
touch range and requires a melee attack roll 
to touch the subject. The target gets an 
appropriate saving throw, determined when 
the Attack Power is purchased. Generally 
Reflex or Will saves are the most appropri- 
ate, with a DC of 10 + the power's rank. 

You must define reasonably common 
defenses that negate the attack effect 
entirely, such as force fields or the ability 



to teleport blocking a Teleport Attack. You 
control the power, and maintain it, if it has 
a duration longer than instant. 

If you want both versions of an Attack 
Power, such as being able to Teleport your- 
self and Teleport others as an attack, take 
the Attack Power as an Alternate Power 
feat of the personal power. To be able to 
use both at once, apply a +1 modifier. 

Disease +2 modifier 

This extra, when applied to a power 
requiring a Fortitude saving throw, causes 
it to work like a disease. To apply this to a 
power with a different save, apply the 
Alternate Save (Fortitude) modifier first. 

If the target's Fortitude save fails, the 
target is infected, but the disease does not 
take effect immediately. Instead, on the 
following day, the target makes another 
Fortitude save. If that save fails, the 
power takes effect, if the save succeeds, 
there is no effect that day. The target 
makes another save each day. Two success- 
ful saves in a row eliminate the disease 
from the target's system, otherwise it con- 
tinues to take effect each day. The target 
cannot recover from the disease's effects 
until cured. 

Healing can counter a Disease power with 
a (DC 10 + power rank) check. Disease pow- 
ers have no effect targets without a 
Constitution score or those with Immunity 
to Disease. 

Distracting- 1 modifier 

Using a Distracting power requires more 
concentration than usual, causing you to 



lose your dodge bonus on any round the 
power is used or maintained. Effects allow- 
ing you to retain your dodge bonus (such as 
the Uncanny Dodge feat) do not apply to 
Distracting powers. 

Sense -Dependent -1 modifier 

A perception range power with this flaw 
works through the target's senses rather 
than yours. So a sight-dependent power 
requires the target to see you, hearing- 
dependent to hear you, and so forth. You 
may choose a target able to sense you and 
automatically affect them unless the target 
makes a successful Reflex saving throw. 
The DC is 10 + the effect's rank. A success- 
ful save means the target has managed to 
avert his eyes, cover his ears, etc. and the 
power doesn't work. Otherwise the power 
works normally (and the target is allowed 
the usual saving throw against it, if applica- 
ble). A Sense-Dependent power still 
requires its normal action to use. 

Opponents aware of a Sense- Dependent 
power can deliberately block the targeted 
sense. This gives you partial concealment 
from that sense but your Sense-Dependent 
effect has a 50% miss chance. An opponent 
unable to sense you at all (blind, deaf, etc.) 
is immune to the power's effect. Opponents 
can do this by closing their eyes, wearing 
ear- or nose-plugs, or using powers like 
Obscure. This gives you total concealment 
from that sense. 

Note a Sense-Dependent power based on 
the sense of touch is essentially the same 
as touch range, since you still need to touch 
the target. This modifier isn't required; 
reduce the power's range to touch instead. 




A W IDe ARPAY OF POWERS 

Mutants & Masterminds 2e has over a 
hundred powers, from Absorption to 
Weather Control (Zebra Control had to be 
left out of the final draft). Here we pres- 
ent a just small sample of what you'll find in 
Chapter 5 of the new rulebook. 

(Alternate) Form 
Effect: Alteration 
Action: Free 
Range: Personal 
Duration: Varies 
Cost: 5 points per rank 

You can exist in a form other than mere 
flesh and blood, giving you additional capa- 
bilities. It requires a free action to change 
into or out of your Alternate Form and you 
can do so once per round. 

You have 5 power points per Alternate 
Form rank to apply to powers related to 
your form. Once you choose your Alternate 
Form's capabilities, they are fixed and do 
not change. No Alternate Form power can 
have a rank greater than your Alternate 
Form rank. Your non-Instant Alternate 
Form powers must all have the same dura- 
tion, which determines your Alternate 
Form's duration. 

Energy: You are made up of energy, 
such as fire or electricity. Apply 
your points to Blast, Flight, 
Immunity, Insubstantial 3, Strike 
(Aura), and Teleport (Medium -1). 

Gaseous: You are a cloud of gas, 
like fog or mist. Apply your points to 
Flight, Immunity, Insubstantial 2, 
and Suffocate. 




Ghost: You are incorporeal and 
invisible, largely unaffected by the 
physical world. Apply your points to 
Concealment, Flight, Immunity, and 
Insubstantial 4. 

Liquid: You are made up of liquid 
(such as water) apply your points to 
Blast, Concealment (Limited to 
underwater -1), Elongation, 
Immunity, Insubstantial 1, 
Suffocate, and Swimming. 

Particulate: Your body is composed 
of a granular or particulate sub- 
stance like sand, dust, salt, and so 
forth. Apply your points to Blast, 
Elongation, Immunity, Insubstantial 
1, Strike, and Super-Movement 
(slithering). 

Shadow: You transform into a living 
shadow. Apply your points to 
Concealment (visual, Limited to areas 
of shadow -1), Fatigue (chilling 
touch), Immunity, Insubstantial 4, 
and Super-Movement (slithering, 
wall-crawling). 

Solid: You are made up of a hard 
substance like stone or metal. Apply 
your points to Density, Immunity, 
and Protection. 

Swarm: Your "body" is actually 
thousands of other tiny creatures: 
insects, worms, even little robots. 
Apply your points to Blast, Flight, 
Immunity, Insubstantial 2, Strike, 
and Super-Movement (slithering, 
wall-crawling). 



Two- Dimensional: You can flatten 
yourself to become almost infinitely 
thin. Apply your points to 
Concealment (visual, Limited to one 
side -1), Insubstantial 1 (for slipping 
through narrow spaces), Strike 
(Penetrating), and Super-Movement 
(slithering). 

Example: Kate is playing Nereid, who has 
the power to transform into water. She has 
Alternate Form 6. Kate assigns the 30 
power points from Nereid's Alternate Form 
as follows: Insubstantial 1 (5 points), 
Concealment 4 (visual, Limited to underwa- 
ter -1, 4 points), Immunity 9 (life support, 
Sustained +0, 9 points), Swimming 3 (3 
points), and Suffocate 4 (8 points). She 
puts the remaining point into the 
Environmental Adaptation (underwater) 
feat with the (9M's permission. Since all her 
non-instant powers are sustained, her 
Alternate Form has a sustained duration as 
well. 

Power Feats 

Alternate Power: Since you can 
only exist in one alternate form at a 
time, you can take any other alter- 
nate form with an equal or lesser 
cost as an Alternate Power feat of 
the first (switching between forms 
as a free action once per round). 

Animate Objects 
Type: General 
Action: Standard 
Range: Ranged 
Duration: Sustained 
Cost: 3 points per rank 



You can imbue objects with animation and 
a semblance of life, making them constructs 
under your control. Create the object as a 
construct with (rank x 15) total power 
points, or see Chapter 1 1 for some sample 
constructs. Constructs are subject to the 
campaign's power level limits. The object 
gains movement according to its form: stat- 
ues can get up and walk, for example, rugs 
can crawl, balls roll, cars drive, etc. 

Power Feats 

Progression: Each time you apply 
this feat, move the total number of 
objects you can animate at once one 
step up the Progression table (2, 5, 
10, etc.). You can still only animate 
one object per standard action. 

Extras 

Additional Type (+1/+2): You can 

animate things other than solid 
objects. Choose one of the following: 
gases (including air), images (pic- 
tures, including drawings, paintings, 
and photographs), liquids (including 
water), and shadows. For a +2 modi- 
fier you can animate all of these 
other types of things. You are still 
limited to animating things with a 
power level no greater than your 
power rank and power points no 
greater than your rank x 15. 
Alternately, you can substitute an 
additional type for solid objects for 
a +0 modifier, making your power 
into Animate Images or Animate 
Shadows, for example. 
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Horde (+1): You can animate your 
maximum number of objects with 
one standard action. You must have 
the Progression power feat to take 
this extra. 

Flaws 

Limited (-1): You can only animate 
one type of object, such as corpses 
(creating zombies), machines, natural 
earth and stone, and so forth. 

Emotion Control 
Effect: Mental 
Action: Standard 
Range: Perception 
Duration: Sustained (lasting) 
Saving Throw: Will 
Cost: 2 points per rank 

You can instill different emotions in your 
target, who makes a Will save to resist. You 
choose the object of the emotion. So you 
decide what the target loves, hates, fears, 
and so forth. You can produce the following 
emotional effects: 

Calm: The subject adopts an indif- 
ferent attitude and does not feel 
any strong emotion. Calm can counter 
any of the other emotion effects 
and they may counter it. 

Despair: The subject is shaken, 
suffering a -2 on attack rolls, 
defense, and checks. Failure by 10 or 
more means the target is overcome 
with hopelessness; helpless and 
unable to take any actions. 

Fear: The subject is shaken, suf- 



fering a -2 on attack rolls, defense, 
and checks. Failure by 5 or more 
means the subject is frightened and 
flees from the source of the fear 
(specified by the user) as quickly as 
possible. Failure by 10 or more 
means the subject is panicked, drop- 
ping any held items and fleeing blind- 
ly from the source of the fear. A 
panicked subject unable to flee cow- 
ers and does not attack. 

Hate: The subject immediately 
becomes unfriendly. If the save fails 
by 5 or more, the subject's attitude 
becomes hostile. Hate counters and 
is countered by love. 

Hope: The subject feels no fear or 
despair. Hope counters those emo- 
tions and similar effects and is coun- 
tered by them in return. 

Love: The subject's attitude 
becomes friendly. If the save fails 
by 5 or more, the subject's attitude 
becomes helpful. If it fails by 10 or 
more, the subject becomes fanatical. 
Love can counter despair, fear, and 
hate and they may counter it. 

Power Feats 

Mind Blank: Targets don't remem- 
ber time under your Emotion 
Control; their memory of that time 
is blank. 

Flaws 

Limited— one emotion (-1): You can 

only cause one of the listed emotion- 
al effects, not any of them. 
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Sense -Dependent (-1): Your 
Emotion Control works through a 
target's senses. Examples include 
eye contact (visual), music (audito- 
ry), or pheromones (olfactory). 

Force Field 
Effect: Defense 
Action: Free 
Range: Personal 
Duration: Sustained 
Cost: 1 point per rank 

You can surround yourself with a protective 
field of force. A Force Field gives you a 
bonus on Toughness saving throws equal to 
its rank. Since it is sustained, you can 
improve your Force Field using extra 
effort, however, it turns off if you are 
unable to maintain it, for example, if you 
are stunned and fail a Concentration check. 

Power Feats 

• Selective: You can "tune" your Force 
Field to filter out some things while allow- 
ing others to pass through it. 

Extras 

• Impervious: Your Force Field stops some 
damage cold. If an attack has a damage 
bonus less than your power rank, it inflicts 
no damage on you (you automatically suc- 
ceed on the Toughness saving throw). 
Penetrating damage ignores this modifier; 
you save against it normally. 

Growth 

Effect: Alteration 
Action: Free 



Range: Personal 
Duration: Sustained 
Cost: 4 points per rank 

You can increase your size, and therefore 
your strength and durability. Every rank of 
Growth activated increases your Strength 
by 2 points and Constitution by 1 point. The 
additional Strength does not improve your 
Climb or Swim skills (since your mass also 
increases). 

Every four ranks of Growth increase your 
size category by one. So a medium creature 
with Growth at 4 ranks is large, at 8 ranks 
is huge, at 12 ranks is gargantuan, at 16 
ranks is colossal, and at 20 ranks is awe- 
some-sized. You gain all the benefits and 
drawbacks of your new size category (see 
Size in Chapter 1). Your base movement 
speed increases by 5 ft. per size category 
you enlarge. 

Power Feats 

• Alternate Power: If you have Growth, you 
can acquire Shrinking as an Alternate Power 
feat (since you can't by definition grow and 
shrink at the same time anyway). 

• Growth Strike: You can add the momen- 
tum of increasing your size to your melee 
attacks, literally enlarging under an oppo- 
nent's jaw, for example. This gives you a +1 
damage bonus per size category you enlarge 
until you reach your opponent's size and 
only works on opponents larger than you 
are. So growing from medium to awesome 
size as part of an attack does +5 damage, 
for example. 



IMMUNITY 
Effect: Defense 
Action: Reaction 
Range: Personal 
Duration: Permanent 
Cost: 1 point per rank 

You are immune to certain effects, auto- 
matically succeeding on any saving throws 
or ability checks against them. You assign 
ranks of Immunity to various effects (with 
more extensive effects requiring more 
ranks). These assignments are permanent: 

• 1 rank: aging, disease, poison, one envi- 
ronmental condition (cold, heat, high pres- 
sure, radiation, or vacuum), one type of suf- 
focation (breathe normally underwater or in 
an alien atmosphere, for example), starva- 
tion and thirst, need for sleep, or a rare 
power descriptor (such as your own powers, 
a close sibling's powers, etc.). 

• 2 ranks: critical hits, suffocation (no 
need to breathe at all), or an uncommon 
power descriptor (such as chemical, 
gravitic, necromantic, etc.). 

• 5 ranks: alteration effects, dazzle 
effects, emotion effects, entrapment 
(grappling, snares, or bonds), fatigue 
effects, interaction skills, trait effects, or 
a particular type of damage (such as bul- 
lets, cold, electricity, falling, fire, magic, 
radiation, sonic, etc.) 

• 9 ranks: life support (includes immunity 
to disease, poison, all environmental condi- 
tions, and suffocation) 

• 10 ranks: mental effects, a very common 



power descriptor (such as cutting, elemen- 
tal, impact, metal, magic, technological, 
etc.). 

• 20 ranks: all nonlethal physical damage, 
all lethal physical damage, all nonlethal 
energy damage, or all lethal energy damage. 

• 30 ranks: Any effect calling for a partic- 
ular saving throw: Fortitude, Reflex, or 
Will. 

So for example at Immunity 11, you could 
have life support (9 ranks) plus Immunity to 
critical hits (2 more ranks), or life support 
plus Immunity to aging (1 rank) and a rare 
power descriptor (1 rank), or any other 
combination adding up to 11 ranks. 

Flaws 

• Limited (-1): You suffer half the normal 
effect rather than being entirely immune to 
it. For environmental effects, you only make 
checks half as often. For other effects, 
halve the effect's rank before determining 
its saving throw DC. Alternately, if your 
immunity is to an effect causing lethal dam- 
age, it can cause nonlethal damage instead. 

Insubstantial 
Effect: Alteration 
Action: Free 
Range: Personal 
Duration: Sustained 
Cost: 5 points per rank 

You can assume a less solid form, with each 
Insubstantial rank becoming progressively 
less solid. You do not gain the ability to 
assume lower-ranked Insubstantial forms, 
although you can acquire a lower-ranked 
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form of Insubstantial as an Alternate 
Power feat of a higher-ranked one. You still 
need to breathe when incorporeal, unless 
you have the Immunity. You can switch 
between normal and Insubstantial form at 
will as a free action once per round. 

• Rank 1 : You become fluid. You can flow 
or squeeze through any sort of opening, 
under (or around) doors, through keyholes 
and pipes, and so forth. You cannot pass 
through watertight seals. You can automati- 
cally flow out of any restraint— such as a 
snare or grapple— that is not watertight 
(you automatically succeed on Escape Artist 
checks). So you cannot flow out of a bubble 
completely enclosing you, for example, but 
anything less cannot hold you. You can exert 
your normal Strength and can still carry 
objects, although your manual dexterity 
may be limited in fluid form (at the GM's 
discretion). 

• Rank 2: You become a cloud of gas or fine 
particles. You have no effective Strength, 
but you are immune to physical damage. 
Energy attacks still affect you normally, as 
do area effects. You can flow through any 
opening that is not airtight. 

• Rank 3: You become coherent energy. You 
have no effective Strength, but you are 
immune to physical damage. Energy attacks 
(other than the energy making up your 
form) damage you normally. You can pass 
through any opening and through objects 
porous or transparent to your energy form, 
but energy resistant barriers, like heavy 
shielding or force fields, block your move- 
ment. 



• Rank 4: You become incorporeal. You can 
pass through solid matter at your normal 
speed and you are unaffected by physical 
and energy attacks. Mental and sensory 
effects still work on you, as do powers with 
the Affects Insubstantial power feat. 
Choose one other reasonably common 
effect that works on you while you are 
incorporeal. You have no effective Strength 
and cannot affect the physical world unless 
you purchase the Affects Corporeal modifi- 
er on one or more of your abilities or pow- 
ers. Your mental and sensory effects still 
work normally. 

Invisibility 
Effect: Sensory 
Action: Free 
Range: Personal 
Duration: Sustained 
Cost: 4 or 8 points 

You can become invisible at will. This gives 
you total concealment from normal vision. 
For double cost (8 points) you gain total 
concealment from all visual senses. 



Leaping 

Effect: Movement 
Action: Move 
Range: Personal 
Duration: Instant 
Cost: 1 point per rank 

You can make prodigious leaps. Rank 1 
Leaping doubles your jumping distances. 
Each additional rank moves the multiple one 
step up the Progression Table. So at rank 9, 
you leap 1,000 times your normal distance. 
At rank 20, you can make leaps of up to 5 
million times your normal distance! (each 
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foot becomes approximately 1,000 miles!) 
You do not suffer any damage from landing 
after a leap, so long as it is within your 
maximum leaping distance. 

At rank 5 (50 times normal distance), you 
are in the air for at least a full round 
before you land. Each additional rank adds 
another full round in the air. So a rank 10 
leap (x 1,000 your normal distance) lasts 
for six full rounds before you land. You can 
act normally during this time, as if you were 
flying, but you can't change your speed or 
direction without using some other power. 

Magic 

Effect: General 
Action: Standard 
Range: Ranged 
Duration: Instant 
Cost: 2 points per rank 

You are a sorcerer, witch, or wizard, able 
to cast a variety of magical spells. Choose 
one of the power feats below or any other 
power with a total cost of (power rank x 2) 
points as the default power your Magic 
grants you. You can acquire others as 
Alternate Power feats. All powers obtained 
using Magic have the magic descriptor. So a 
magical flame blast is both fire and magical 
in nature. 

Characters with Magic often have a Power 
Loss drawback (see Drawbacks): if they are 
unable to freely speak and gesture to cast 
spells, they cannot use Magic (or any relat- 
ed magical powers reliant on spellcasting). 
This drawback, although common, is not 
required. 




Sample Power Feats (Spells) 

• Fog of Forgetfulness: Swirling mists rise 
up around the target and blank out a partic- 
ular memory if the target fails a Will saving 
throw (DC 10 + rank). Good magicians typi- 
cally use this spell to protect innocents 
from truths too terrible or dangerous for 
them to know while evil magicians use it to 
cover their tracks. 

• Light of Truth: A beam of blazing light 
radiates from the magician's outstretched 
hand, nullifying any Concealment, Illusion, or 
Obscure effects it touches (roll d20 + 
Magic rank vs. d20 + power rank). 

• Mystic Blast: A bolt of magical force 
strikes as a ranged attack, inflicting dam- 
age equal to your power rank. 

• Mystic Binding: Bands of magical energy 
entrap the target of this spell, like a Snare 
at your Magic power rank. 

• Mystic Passage: This spell teleports you 
across a distance, like Teleport at your 
Magic rank. 

• Alternate Powers: You can acquire virtu- 
ally any other suitable power as an 
Alternate Power feat of Magic, although 
such powers are limited to a cost and rank 
no greater than your Magic power, as usual. 
Common Alternate Powers suitable for 
Magic spells include: Concealment, Dazzle, 
Element Control, ESP, Force Field, Healing, 
Illusion, Mind Control, Nullify, Obscure, 
Possession, Super-Movement (dimensional), 
and Telekinesis. 



Mind Control 

Effect: Mental 

Action: Standard 

Range: Perception 

Duration: Concentration (lasting) 

Saving Throw: Will 

Cost: 2 points per rank 

You can control another character's mind, 
and therefore actions. To use Mind Control, 
make a power check against the result of 
the target's Will saving throw. If you suc- 
ceed, you control the target's actions as 
long as you concentrate. If you fail, there 
is no effect. You can try again, but the tar- 
get gets a cumulative +1 on Will saves for 
each successive attempt in the same 
encounter. 

Issuing a command is a move action, sepa- 
rate from the standard action needed to 
establish control. If the target has no 
means of understanding you, you can only 
issue simple commands that can be con- 
veyed with gestures (like "go there" or 
"stop"). 

Targets of Mind Control get a new Will sav- 
ing throw for each interval on the Time 
Table, starting at one minute, with a cumu- 
lative +1 bonus per save. Targets command- 
ed to carry out an action strongly against 
their nature get a new Will save immediate- 
ly with a +1 to +4 bonus, depending on the 
type of command. Success breaks your con- 
trol. Obviously self-destructive commands 
are automatically ignored, but do not break 
your control. 

The subject's consciousness is suppressed 
while controlled, meaning the target cannot 
say or do anything without direction, and 



has no memory of being controlled. 
Power Feats 

• Mental Link: You can give commands to 
your targets telepathically over any dis- 
tance (with no need to speak). 

Extras 

• Conscious: Your controlled subject is 
conscious and aware, but completely obedi- 
ent to your commands. This means the sub- 
ject can be commanded to relate knowledge 
or use skills based on mental abilities. 
Subjects are aware of being controlled 
once the Mind Control ends, unless the 
power is Subtle, in which case subjects 
have no explanation for their unusual 
behavior or simply no memory of it (your 
choice when you end the control). 

• Sensory Link: You can perceive every- 
thing one of your controlled subjects does. 
Your own senses are inactive while you are 
using your sensory link. 

Flaws 

• One Command: You can give targets only 
one command, like "don't move" or "live out 
your repressed desires." This command is 
chosen when you acquire the power and 
can't be changed. 

• Sense -Dependent: Your Mind Control 
works through a target's senses. Examples 
include eye contact (visual), hypnotic music 
(auditory), pheromones (olfactory), etc. See 
the Sense-Dependent flaw for details. 



Nauseate 
Effect: Attack 
Action: Standard 
Range: Touch 
Duration: Instant (lasting) 
Saving Throw: Fortitude 
Cost: 2 points per rank 

You can inflict weakness on a target. You 
may do so through nausea, momentary ill- 
ness, pain, or even extreme pleasure. You 
must touch the target, who makes a 
Fortitude saving throw. If the save fails, 
the target is sickened, suffering a -2 penal- 
ty on all attack rolls and checks. If the 
save fails by 5 or more, or on a second suc- 
cessful use of the power, the target is nau- 
seated, unable to do anything other than 
take a single move action each round. If the 
save fails by 10 or more, or on a third suc- 
cessful use of the power, the target is 
helpless. The victim gets a new saving throw 
each round to recover from the effects, 
with a +1 bonus for each previous save. 

Flaws 

Sicken (-1): Your power cannot inflict 
more than a sickened result. 



Protection 
Effect: Defense 
Action: Reaction 
Range: Personal 
Duration: Permanent 
Cost: 1 point per rank 

You're particularly resistant to harm. You 
gain a bonus on your Toughness saving 
throws equal to your Protection rank. 




Extras 

• Impervious: Your Protection stops some 
damage cold. If an attack has a damage 
bonus less than your Protection rank, it 
inflicts no damage (you automatically suc- 
ceed on your Toughness saving throw). 
Penetrating damage ignores this modifier; 
you must save against it normally. This mod- 
ifier can also be applied to the Toughness 
save bonus from Constitution (costing 1 
point per +1 save bonus made Impervious). 

Quickness 
Effect: General 
Action: Free 
Range: Personal 
Duration: Continuous 
Cost: 1 point per rank 

You can perform routine tasks quickly. For 
purposes of this effect a "routine task" is 
one where you can take 20 on the check. At 
rank 1 you perform such tasks at twice nor- 
mal speed (x2). Each additional rank moves 
your speed one step up the Progression 
table (x5, xlO, x25, and so forth). At rank 
20, you perform routine tasks at 5 million 
times normal speed! Tasks where you cannot 
take 20 (including combat actions) are unaf- 
fected by Quickness, nor is movement 
speed. 

You can take 20 normally using Quickness 
and, if your power rank is high enough, you 
may be able to take 20 on a task in a single 
standard action (3 seconds) or less. If you 
can perform a task in less than a second, 
the GM may choose to treat that task as a 
free action for you (although the GM can 
still limit the number of free actions you 
can accomplish in a round as usual). Among 



other things, this allows you to do things 
like take 20 on a Disable Device check by 
trying all possible combinations of a lock at 
great speed, or take 20 on a Knowledge 
check by reading all available research 
materials in an instant. 

Flaws 

One Type (-1): Your Quickness applies to 
only physical or mental tasks, not both. 

One Task (-2): Your Quickness applies to 
only one particular task, such as reading, 
mathematical calculations, and so forth. 

Regeneration 
Effect: Alteration 
Action: Reaction 
Range: Personal 
Duration: Permanent 
Cost: 1 point per rank 

You recover from damage faster. For each 
rank of Regeneration, choose one of the 
following benefits: 

• Recovery Bonus: You gain a +1 bonus on 
your Constitution checks to recover from 
damage. If you have no Constitution score, 
one rank allows you to make recovery 
checks at -4, with each additional rank 
improving your bonus normally (-3 at rank 2, 
+0 at rank 5, then increasing from there). 
At a +9 or better bonus, you automatically 
succeed on recovery checks (since they are 
DC 10). 

• Recovery Rate: You make checks to 
recover from a particular damage condition 
faster. Each rank moves the rest time 
required to make a recovery check for that 



condition one step down the Time Table. So, 
for example, characters normally get to 
recover from being injured per hour of 
rest. One Regeneration rank reduces that 
time to 20 minutes, two to 5 minutes, three 
to 1 minute, and so forth. If the time is 
brought below one action (3 seconds), the 
character gets a recovery check for that 
condition once per round with no need for 
rest. Each damage condition (Bruised, 
Injured, Unconscious, Staggered, and 
Disabled) requires a separate application of 
Regeneration ranks, as follows: 

Bruised or Unconscious: One rank allows a 
recovery check after one round, two ranks 
per standard action, three ranks once per 
round with no rest. Bruised conditions 
recover automatically after the required 
time, with no check necessary. 

Injured or Staggered: One rank allows a 
recovery check once per 20 minutes, two 
ranks per 5 minutes, three ranks per 
minute, and four ranks per round, five ranks 
per standard action, and six ranks per 
round with no rest. Injured conditions 
recover automatically after the required 
time, with no check necessary. 

Disabled: One rank allows a recovery check 
per 5 hours, two ranks per hour, three 
ranks per 20 minutes, four ranks per 5 min- 
utes, five ranks per minute, and six ranks 
per round, seven ranks per standard action, 
and eight ranks per round with no rest. 

• Ability Damage: One Regeneration rank 
allows you to recover a point of ability dam- 
age per 5 hours, two ranks per hour, three 
ranks per 20 minutes, four ranks per 5 min- 
utes, five ranks per minute, six ranks per 



round, seven ranks per standard action, and 
eight ranks per round without resting. 

• Resurrection: You can recover from 
death! If you die, make a DC 10 recovery 
check a week later. If successful, your con- 
dition becomes unconscious and disabled 
(from which you recover normally). If the 
check fails, you're permanently dead. You 
must specify a reasonably common effect 
or set of effects that keep you from 
recovering from death (such as beheading, 
cremation, a stake through the heart, etc.). 
You can increase the rate you make recov- 
ery checks from death with additional 
ranks, seperately from your normal recov- 
ery rate. At nine ranks you can check to 
recover from death each round. At ten 
ranks, you get a recovery check instantly 
when your condition becomes dead. If suc- 
cessful, you don't die. 

Total Regeneration— the ability to make a 
damage recovery check, including resurrec- 
tion, every round without rest— requires 35 
ranks, not including ranks allocated to 
recovery check bonus. If you also recover 
ability damage once per round, increase to 
43 ranks. 

Power Feats 

• Persistent: You can regenerate 
Incurable damage (see the Incurable power 
feat). 

• Regrowth: When you recover from being 
disabled, you regrow any severed or crip- 
pled limbs and organs as well. 

Flaws 

• Source: Your Regeneration only works 



when you have access to a particular 
source, such as blood, electricity, scrap 
metal, sunlight, and so forth. Without this 
source, your power doesn't work and you 
recover at normal speed (or not at all, in 
the case of creatures with no Constitution 
score). At the GM's discretion, a weaker 
form of the source means you recover slow- 
er (your effective Regeneration rank is 
lower, in other words). 

Shapeshift 
Effect: Alteration 
Action: Move 
Range: Personal 
Duration: Sustained 
Cost: 8 points per rank 

You can transform into different forms, 
gaining the physical traits (abilities, skills, 
feats, and powers) of the assumed form. 
You gain (rank x 5) power points worth of 
traits when assuming a new form. No rank 
or bonus gained from the assumed form can 
be higher than your Shapeshift rank. You 
can also redistribute power points spent on 
your own physical traits (lowering your 
Strength to apply those points elsewhere, 
for example). For shape-changers who don't 
acquire a subject's physical traits, only 
appearance, use the Morph power. To 
assume larger or smaller forms, apply points 
from your Shapeshift to appropriate ranks 
of Growth or Shrinking. 

Flaws 

• Limited: You can only shapeshift into a 
limited category of forms, like only animals, 
only machines, only people, and so forth. 
The GM determines if a particular category 
is suitably limited. This modifier is recom- 



73 



mended for most acquisitions of 
Shapeshift, to help limit its breadth and 
usefulness. 



Summon (Minion) 
Effect: General 
Action: Standard 
Range: Touch 
Duration: Sustained 
Cost: 2 points per rank 

You can call upon another creature— a min- 
ion—to aid you. This creature is created as 
an independent character with (rank x 15) 
power points. Summoned minions are sub- 
ject to the normal power level limits, and 
cannot have minions themselves. 

You can summon your minion to you auto- 
matically as a standard action; it appears in 
the nearest open space beside you. You 
always have the same minion unless you 
apply power modifiers allowing you to sum- 
mon different minions. Your minion auto- 
matically has a helpful attitude and does its 
best to aid you and obey your commands. 

Unconscious and dead minions disappear. 
Defeated minions recover normally except 
they recover from death as if they were 
disabled. You cannot summon a defeated 
minion until it has completely recovered. 
Your summoned minions also vanish if your 
power is turned off, countered, or nullified. 

Power Feats 

• Progression: Each time you apply this 
feat, move your total number of minions one 
step up the Progression table (2, 5, 10, 
etc.). You can still only summon one minion 



per standard action. 

• Mental Link: You have a mental link with 
your minions, allowing you to communicate 
with them over any distance. 

• Sacrifice: When you are hit with an 
effect requiring a saving throw, you can 
spend a hero point to shift it to one of your 
minions instead. The minion must be within 
range of the attack and a viable target of 
the effect. Needless to say, this is not a 
particularly heroic feat. The Gamemaster 
may wish to restrict it to villains or non- 
player characters (in which case a hero 
earns a hero point when a villain uses this 
feat to avoid an effect by sacrificing a min- 
ion). 

Extras 

• Fanatical (+1): Your summoned minions 
have a fanatical attitude and devotion to 
you. 

• Heroic (+1): Your minions are not subject 
to the minion rules, but treated like normal 
non-player characters. 

• Horde (+1): You can summon up to your 
maximum number of minions with one stan- 
dard action. You must have the Progression 
power feat to take this extra. 

• Type (+1/+2): Minions are normally iden- 
tical in terms of traits. It's a +1 modifier to 
summon minions of a general type (elemen- 
tal, birds, fish, etc.), +2 to summon minions 
of a broad type (animals, demons, 
humanoids, etc.). 

Flaws 

• Attitude (-1): Your summoned minions 
are less than cooperative. For a -1 modifier, 
they are indifferent. They are unfriendly 
for a -2 modifier, and hostile for a -3 modi- 
fier. [/quote] 

T4 



Super -Movement 
Effect: Movement 
Action: Move 
Range: Personal 
Duration: Sustained 
Cost: 2 points per rank 

You have a special form of movement. For 
each rank in this power, choose one of the 
following: 

• Air Walking: You can "walk" on air at half 
your normal ground movement speed as if it 
were solid ground, and move up or down at a 
45 degree angle at half speed (one-quarter 
your ground movement speed). For two 
ranks, you move at your normal ground 
movement speed (half speed when ascend- 
ing or descending). 

• Dimensional Movement: You can move 
from one dimension to another. Dimensional 
Movement is instant duration. For one rank, 
you can move between your home dimension 
and one other. For two ranks you can move 
between any of a related group of dimen- 
sions (mystical dimensions, alien dimensions, 
etc). For three ranks you can travel to any 
dimension. You can carry up to 100 lbs. with 
you when you move. Each Progression power 
feat moves this amount one step up the 
Progression table (250 lbs., 500 lbs., etc.). 
Since this effect can be extremely useful 
in some situations, the GM should carefully 
regulate its use, possibly requiring modi- 
fiers like Limited or Unreliable or even dis- 
allowing it for player characters altogether. 

• Permeate: You can pass through solid 
objects as if they weren't there. For one 
rank, you can move at one-quarter your 
speed through any physical object as a 



move action and half your speed as a full 
action. For two ranks, you can move at half 
your speed as a move action and your full 
speed as a full action. For three ranks, you 
can move at your normal speed through any 
obstacles. You cannot breathe while inside a 
solid object, so you need Immunity to 
Suffocation or you have to hold your 
breath. You may also need a Super-Sense 
(such as X-Ray Vision) to see where you're 
going. Permeate is often Limited to a par- 
ticular substance (like earth, ice, or metal, 
for example) as a -1 modifier. Permeate 
provides no protection against attacks, 
although you do gain total cover while inside 
an object. 

• Slithering: You can move along the ground 
at your normal speed while prone instead of 
crawling at a rate of 5 feet per move 
action. You suffer no penalties for making 
attacks while prone. 

• Slow Fall: As long as you are capable of 
action, you can fall any distance without 
harm. You can also stop your fall at any 
point along a distance so long as there is a 
handhold or projection for you to grab 
(such as a ledge, flagpole, branch, etc.). If 
you have the Wall-Crawling power, then any 
surface provides you with a handhold. 

• Swinging: You can swing through the air at 
your normal ground movement speed, using a 
swing-line you provide or available lines and 
projections (tree limbs, flagpoles, vines, 
telephone- and power-lines, etc.). 

• Sure-Footed: You're better able to deal 
with obstacles and obstructions to move- 
ment. Reduce the speed penalty for ham- 
pered movement by one-quarter for each 
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application of this effect. So heavy 
obstructions or a bad surface only reduce 
your speed by one-quarter rather than one- 
half, for example. If you reduce the move- 
ment penalty to 0 or less, you are unaffect- 
ed by that condition and move at full normal 
speed. 

• Temporal Movement: You can move 
through time. Temporal Movement is 
instant duration. For one rank, you can move 
between the present and another fixed 
point in time (such as 100 years into the 
past, or 1,000 years into the future). For 
two ranks you can move to any point in 
either the past or the future. For three 
ranks, you can travel to any point in time. 
You can carry up to 100 lbs. with you when 
you move. Each Progression power feat 
moves this amount one step up the 
Progression Table (250 lbs., 500 lbs., etc.). 
Temporal mechanics and the effects of 
time travel are left up to the GM. Since 
this is an extremely powerful ability, the 
GM should carefully regulate its use, possi- 
bly requiring modifiers like Limited or 
Unreliable or even disallowing it for player 
characters altogether. 

• Trackless: You leave no trail and cannot 
be tracked using visual senses (although you 
can still be tracked using scent or other 
means). You step so lightly you can walk 
across the surface of soft sand or even 
snow without leaving tracks and you have 
total concealment from tremorsense. 

• Wall -Crawling: You can climb walls and 
ceilings at half your normal speed with no 
chance of falling and no need for a Climb 
skill check. You're still flat-footed while 
climbing unless you have 5 or more ranks of 



Climb. An additional rank of Super- 
Movement applied to this effect means you 
climb at your full speed and are not flat- 
footed while climbing. 

• Water Walking: You can move or stand on 
the surface of water, quicksand, and other 
liquids without sinking. 

Super -Senses 
Effect: Sensory 
Action: Free 
Range: Personal 
Duration: Permanent 
Cost: 1 point per rank 

One or more of your senses are enhanced. 
Each rank gives you one of the following 
effects. Some options require more than 
one rank, noted in their descriptions. 

In the following options, some are given as 
a benefit to "a sense" or to "a sense type." 
A "sense" would be one ability, like: normal 
vision, low-light vision, infravision, ultravi- 
sion, etc. A sense type" would be, as an 
example, visual (all of the above, plus any 
other sense based on vision). 

Enhanced Senses 

The following effects enhance or improve 
existing senses, whether one of the five 
normal senses or the additional senses list- 
ed in the following section. 

Accurate (2 or 4 ranks): You can use a 

sense to pinpoint something's exact loca- 
tion. You can use an accurate sense to tar- 
get something in combat. Visual senses are 
automatically accurate for humans. 2 ranks 
for one sense, 4 for an entire sense type. 



• Acute (1 or 2 ranks): You can sense fine 
details about anything you can detect with 
a particular sense. Visual and auditory sens- 
es are acute for humans. 1 rank for one 
sense, 2 for an entire sense type. 

• Extended (1 rank): You have a sense that 
operates at greater than normal range. 
Your range increment with the sense is 
increased by a factor of 10. Each additional 
time you apply this option, your range incre- 
ment Increases by an additional factor of 
10, so one increase makes the range incre- 
ment 100, two makes it 1000, and so on. 

• Radius (1-5 ranks): You can make Notice 
checks with a Ranged sense against any 
point around you. Subjects behind you can- 
not use Stealth to hide from you without 
some other concealment. Cost:l rank for 
use with one sense, 2 ranks for one sense 
type, 5 ranks for all your senses. 

• Ranged (1 rank): You can use a sense 
that normally has no range (taste or touch 
in humans) to make Notice checks at a nor- 
mal range increment (-1 per 10 feet). 

Additional Senses 

The effects here grant additional sensory 
capabilities or senses beyond the normal 
five senses. 

• Awareness (1 rank): You can sense the 
use of powers or effects with a particular 
descriptor with a successful Notice check 
(DC 10, modified by range). Examples 
include Cosmic Awareness, Divine 
Awareness, Magical Awareness, Mental 
Awareness, and so forth. You can apply 
other Super-Senses to your Awareness to 



increase its range and scope. Choose the 
sense type of your Awareness; usually, it is 
a mental sense. 

• Blindsight (4 ranks): Using a non-visual 
sense type (chosen when you take this 
effect), you can maneuver as well as a 
sighted character. Obscure effects are 
irrelevant to you unless they specifically 
affect the sense type you use (such as 
Obscure Radio against a radar sense). You 
can make Notice checks using Blindsight, 
but you cannot distinguish fine detail or 
colors (Blindsight is accurate, but not 
acute.) 

• Communication Link (1 rank): You have a 
link with a particular individual, chosen 
when you acquire this option, who must also 
have this power. The two of you can commu- 
nicate over any distance like a use of the 
Communication power. Choose a communica- 
tion medium when you select this option. 

• Danger Sense (1 rank): When you would 
normally be surprised in combat, make a 
Notice check (DC 15). Success means you 
are not surprised and may act during the 
surprise round (if any). Failure means you 
are surprised (although, if you have the 
Uncanny Dodge feat, you retain your dodge 
bonus to Defense). The GM may raise the 
DC of the Danger Sense check in some cir- 
cumstances. Your Danger Sense must belong 
to a particular sense type (see Sense 
Types, page @@). Sensory effects target- 
ing that sense also affect your Danger 
Sense ability and may "blind" it. 

• Darkvision (2 ranks): You can see normal- 
ly in the dark, even darkness created by an 
Obscure effect (although other Obscure 
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descriptors, such as fog or blinding light, 
affect you normally). 

• Detect (1 rank): You can detect a partic- 
ular item or effect with a move action and a 
Notice check. Detect has no range and only 
indicates the presence or absence of some- 
thing. Choose what sense type your Detect 
falls under. +1 rank to use Detect as a free 
action (making it a Sense). +1 rank to 
detect at range. 

• Direction Sense (1 rank): You always 
know what direction north lies in and can 
retrace your steps through any place you've 
been. 

• Distance Sense (1 rank): You can accu- 
rately and automatically judge distances. 

• Infravision (1 rank): You can see in the 
infrared portion of the spectrum, allowing 
you to see heat patterns, barkness does 
not provide concealment for objects differ- 
ing in temperature from their surroundings. 
If you have the Track option, you can track 
warm creatures by the faint heat trails 
they leave behind. 

• Low-Light Vision (1 rank): You can see 

twice as far in low-light conditions as nor- 
mal. 

• Microscopic Vision (1-4 ranks): You can 

view extremely small things. You can make 
Search checks to see tiny things in your 
own area. Cost: 1 rank for dust-sized 
objects, 2 ranks for cellular-sized, 3 ranks 
for DNA and complex molecules, 4 ranks 
for atomic-sized. The GM may require a 
Knowledge skill check, particularly 
Knowledge (physical sciences) to interpret 



what you see. 

• Postcognition (4 ranks): You can perceive 
events that took place in the past. You can 
make Notice and Search checks to pick up 
on past information in an area or from a 
subject. The Gamemaster sets the DC for 
these checks based on how obscure and dis- 
tant in the past the information is, from 15 
(for a vague vision that may or may not be 
accurate) to 30 (for near complete knowl- 
edge of a particular past event as if you 
were actually present). Your normal (pres- 
ent-day) senses don't work while you're 
using Postcognition; your awareness is 
focused on the past. Your postcogntive 
visions last for as long as you concentrate. 
Postcognition does not apply to mental pow- 
ers like Mind Reading or any other ability 
requiring interaction with the past. 

• Precognition (4 ranks): You can perceive 
events that may happen in the future. Your 
precognitive visions represent possible 
futures. If circumstances change, then the 
vision may not come to pass. When you use 
this ability, the Gamemaster chooses what 
information to impart. Your visions may be 
obscure and cryptic, open to interpretation. 
The Gamemaster may require appropriate 
Notice skill checks for you to pick up on 
particularly detailed information, with a DC 
ranging from 15 to 30 or more. The GM can 
also activate your Precognition to impart 
specific information to you as an adventure 
hook or plot device. Your normal (present- 
day) senses don't work while you're using 
Precognition; your awareness is focused on 
the future. Your precognitive visions last as 
long as you concentrate. Precognition does 
not apply to mental powers like Mind 
Reading or any other ability requiring inter- 




action with the future. 

• Radio (1 rank): You can "hear" radio fre- 
quencies including AM, FM, television, cellu- 
lar, police bands, and so forth. This allows 
you to pick up on Radio Communication. 

• Scent (1 rank): You can detect and iden- 
tify individuals by scent alone, although you 
cannot determine things like exact location, 
only their presence or absence (your sense 
of smell is acute, but not accurate). 

• Time Sense (1 rank): You always know 
what time it is and can time events as if 
you had an accurate stopwatch. 

• Tracking (1 rank): You can follow trails 
and track using a particular sense. Basic DC 
to follow a trail is 10, modified by circum- 
stances, as the GM sees fit. You only move 
at half normal speed while tracking. For 2 
ranks, you can move at full normal speed 
while tracking, for 3 ranks you can move all- 
out while tracking. 

• Tremorsense (3 ranks): You can accu- 
rately feel the location of moving objects in 
contact with the same surface as you (such 
as the ground). If used underwater, you can 
feel objects moving through the water all 
around you, like a Radius sense 

• Ultra-Hearing (1 rank): You can hear very 
high and low frequency sounds, like dog 
whistles or ultrasonic signals. 

• Ultravision (1 rank): You can see ultravio- 
let light, allowing you to see normally at 
night by the light of the stars or other UV 
light sources. 



• X-Ray Vision (4 ranks): You can see 
through solid objects as if they weren't 
there (such objects provide no concealment 
to you). You have to define one reasonably 
common substance you can't see through 
(such as lead, gold, iron, wood, etc.). A sub- 
ject with no cover or concealment relative 
to you cannot use Stealth to hide from you. 

Super -Strength 
Effect: General 
Action: Reaction 
Range: Personal 
Duration: Continuous 
Cost: 2 points per rank 

You're capable of lifting and carrying more 
than normal for your Strength score, 
maybe much more. Each rank of Super- 
Strength grants you a +5 bonus to your 
Strength score when figuring carrying 
capacity. Your Super-Strength also gives 
you a +1 bonus per rank on Strength checks 
involving sustained application of strength 
or pressure, including grapple checks and 
breaking objects, but not Strength-based 
skills or melee damage (including striking 
objects held by others). 



Teleport 

Effect: Movement 
Action: Move 
Range: Personal 
Duration: Instant 
Cost: 2 points per rank 

You can move instantly from place to place 
without crossing the distance in between. 
You can teleport yourself and up to 100 lbs. 
of additional mass a distance of (power 



rank x 100) feet as a move action. Unwilling 
passengers get a Reflex save (DC 10 + 
power rank) to avoid being taken along. 

At rank 3 and above, you can also take a 
full action and teleport the distance shown 
on the Extended Range Table instead, but 
you lose your dodge bonus for one round 
after you arrive at your destination due to 
disorientation. You can only teleport to 
places you can accurately sense or know 
especially well (in the GM's judgment). You 
retain your facing and relative velocity 
when you teleport. So if you are falling, for 
example, when you teleport, you are still 
falling at the same speed when you arrive 
at your destination. 

Power Feats 

Change Direction: You can change 
your direction or orientation after a 
teleport. 

Change Velocity: You can teleport 
"at rest" to your destination. Among 
other things, this means you can 
teleport out of a fall and suffer no 
damage. 

Easy: You are not disoriented when 
making full round teleports; you 
retain your dodge bonus after doing 
so. 

Progression: You increase the mass 
you can carry with you when you 
teleport. Each additional time you 
take this stunt, it moves your maxi- 
mum "cargo" one step up the 
Progression Table (x 2, x 5, x 10, 
etc.). 



Turnabout: You can teleport, take 
a standard action, and teleport back 
to your starting point in a single 
round, so long as the total distance 
doesn't exceed your Teleport range. 
This is Teleport's version of the 
Move-by Action feat. 

Extras 

Accurate (+1): You don't need to 
be able to accurately sense your 
destination to teleport there, just 
be able to generally describe it, such 
as "inside the capitol building lobby" 
or "atop the Goodman Building's 
roof." 

Portal (+2): You open a portal or 
gateway between two points as a 
free action. The portal is 5 ft. by 5. 
ft. in size. Anyone stepping through 
(a move action) is transported. The 
portal remains open as long as you 
concentrate. You can apply 
Progression feats to increase the 
size of your portal. 

Flaws 

Long- Range (-1): You can only 
teleport your extended range dis- 
tance as a full-round action. You 
can't make ranged teleports as a 
move action. 

Medium (-1): You require a medium 
for your teleportation, such as elec- 
trical or telephone wires, root struc- 
tures, waterways, shadows, flames, 
mirrors, and so forth. You can only 
teleport from and to locations where 
your medium exists. 



Short-Range (-1): You can't make 
extended range teleports. 



Trip 

Effect: Attack 
Action: Standard 
Range: Ranged 
Duration: Instant 
Saving Throw: See below 
Cost: 1 point per rank 

You can make a trip attack at normal range, 
with no modifier for size category. The tar- 
get makes a Strength or Dexterity check, 
whichever is better, against the results of 
your power check. If you win, the target 
falls prone. The target does not get the 
opportunity to trip you. 

Extras 



• Knockback: If you successfully trip the 
target, you also knock the target back with 
an effective "damage bonus" equal to your 
Trip power rank. 



S*s M PLe CHARACTERS 

Armored Megalomaniac 

Power Level 1 5 (296 points) 

The Armored Megalomaniac is a master- 
villain, typically a brilliant scientist or 
scholar of some sort, whose intellectual 
prowess is augmented by a suit of armor. 
Armored megalomaniacs tend to have 
extensive headquarters; some are even 
rulers of their own small nation! This gives 
them considerable resources for their vari- 
ous world-conquering schemes. 



Variations: The megalomaniac's armor is 
magical rather than technological in nature; 
change Hindsight to mental, and radio to 
mental awareness, drop Computers skill, 
change Craft and Knowledge skills to chemi- 
cal and arcane lore, change Inventor feat to 
Ritualist. The megalomaniac is immortal; add 
Immunity (aging) and possibly Regeneration 
(Resurrection) and other suitable 
Immunities. 

Abilities: Str 34 (12), Dex 12, Con 14, Int 
38, Wis 24, Cha 24 

Skills: Computers 16 (+30), Craft (electron- 
ic) 16 (+30), Disable Device 16 (+30), 
Diplomacy 8 (+15), Drive 5 (+6), Gather 
Information 4 (+11), Intimidate 8 (+15), 
Investigate 4 (+16), Knowledge (technology) 
16 (+30), Knowledge (one other) 12 (+24), 
Notice 8 (+15), Pilot 5 (+6), Search 6 (+18), 
Sense Motive 8 (+15) 

Feats: Assessment, Equipment 20, 
Improvised Tools, Inventor, Master Plan, 
Second Chance (interaction resistance), 
Skill Mastery (Computers, Craft (electron- 
ic), Disable Device, Investigate), Takedown 
Attack 

Powers: Device 24 (battlesuit, 120 points) 

Battlesuit: Blast 15, Enhanced Strength 22, 
Force Field 10 (Extras: Continuous, 
Impervious), Immunity 9 (life support), 
Protection 5, Super-Senses 13 (Hindsight 
[radar, extended x2], darkvision, direction 
sense, distance sense, infravision, radio, 
time sense), Super-Strength 5 (Heavy Load: 
50 tons) 



Equipment: Give the villain up to 100 points 
in equipment, particularly headquarters and 
vehicles. 

Combat: Attack +15, Damage +12 
(unarmed), +15 (blasters), Defense +13, 
Initiative +1 

Saving Throws: Toughness +17 (+2), 
Fortitude +9, Reflex +8, Will +13 

Abilities 64 + Skills 33 (132 ranks) + Feats 
27 + Powers 96 + Combat 56 + Saves 20 = 
296 



Battlesuit 

Power Level 10 (150 power points) 

The Battlesuit relies on a Device, namely a 
suit of powered armor, to provide powers 
including Protection, Super-Strength, and 
Flight. This version of the Battlesuit is like- 
ly either the inventor of the armor, or at 
least someone technically capable enough to 
maintain and repair it, and perhaps even 
improve upon it (as the player spends 
earned power points). The Normal Identity 
Drawback represents the time it takes to 
get in or out of the armor. 

Abilities: Str 34/+12 (10/+0 out of armor), 
Dex 12/+1, Con 12/+1, Int 20/+5, Wis 14/+2, 
Cha 10/+0 

Skills: Computers 7 (+12), Craft (electronic) 
7 (+12), Craft (mechanical) 7 (+12), Disable 
Device 7 (+12), Knowledge (technology) 7 
(+12), Notice 5 (+7) 

Feats: Accurate Attack, Improvised Tools, 
Inventor, Power Attack, Second Chance 



(Disable Device checks) 
Powers: Device 19 (battlesuit) 
Battlesuit: 

Blast 12 (force beams, Power Feats: 
Alternate Power — Enhanced Strength 24) 
Communication 4 (radio, 1 mile) 
Flight 6 (500 MPH) 
Immunity 9 (life support) 
Protection 11 (Impervious) 
Super-Senses 13 (Hindsight [radio, extend- 
ed, radius], darkvision, direction sense, dis- 
tance sense, infravision, radio, time sense) 
Super-Strength 5 (Heavy Load: 25 tons) 

Combat: Attack +8, Damage +12 (unarmed 
or blasters), Defense +8, Initiative +1 

Saving Throws: Toughness +12 (+1 out of 
armor), Fortitude +4, Reflex +6, Will +7 

Drawbacks: Normal Identity (full round, -4 
points) 

Abilities 18 + Skills 10 (40 ranks) + Feats 5 
+ Powers 76 + Combat 32 + Saves 13 - 
Drawbacks 4 - 150 



Bowman 

Power Level 10 (152 points) 

Abilities: Str 14 (+2), Dex 26 (+8), Con 14 
(+2), Int 13 (+1), Wis 16 (+3), Cha 18 (+4) 

Skills: Acrobatics 8 (+16), Bluff 8 (+12), Climb 
8 (+10), Craft (mechanics) 8 (+9), Drive 4 
(+12), Gather Information 6 (+10), Intimidate 6 
(+10), Investigate 4 (+5), Knowledge (history) 
4 (+5), Knowledge (streetwise) 8 (+9), Notice 
8 (+11), Pilot 4 (+12), Search 8 (+9), Sense 
Motive 8 (+11), Stealth 8 (+16) 



Feats: Acrobatic Bluff, Attack Focus (ranged) 
4, Defensive Attack, Defensive Roll 4, Dodge 
Focus 4, Evasion 2, Improved Aim, Improved 
Critical 2 (bow), Instant Up, Precise Shot, 
Ranged Pin, Ricochet Attack, Quick Draw, 
Seize Initiative, Taunt, Ultimate Aim 

Powers: Device 3 (bow and arrows) 
Bow and Arrows Array: Blast 5, Obscure 5 
(visual), Snare 5, Stun 3 (Ranged), Super- 
Movement (Swinging), Trip 5 

Combat: Attack +11 (+15 ranged), Damage 
+2 (unarmed), +5 (bow), Defense +14 (+5 flat- 
footed), Initiative +8 

Saving Throws: Toughness +6 (+2 flat-foot- 
ed), Fortitude +6, Reflex +10, Will +6 

Abilities 41 + Skills 25 (100 ranks) + Feats 27 
+ Powers 9 + Combat 42 + Saves 9 = Total 
152 



Daedalus 

Power Level 11 (219 points) 

Abilities: Str 30 (+10)/10 (+0), Dex 14 (+2), 
Con 16 (+3), Int 30 (+10), Wis 18 (+4), Cha 12 
(+1) 

Skills: Computers 8 (+18), Craft (chemical) 8 
(+18), Craft (electronic) 10 (+20), Craft 
(mechanical) 10 (+20), Craft (structural) 8 
(+18), Disable Device 12 (+22), Knowledge 
(earth sciences) 4 (+14), Knowledge (history) 
10 (+20), Knowledge (life sciences) 4 (+14), 
Knowledge (physical sciences) 12 (+22), 
Knowledge (technology) 12 (+22), Knowledge 
(theology and philosophy) 6 (+16), Language 
16, Notice 6 (+10), Sense Motive 6 (+10) 

Feats: Attack Focus 2 (ranged), Eidetic 
Memory, Equipment, Improvised Tools, 
Inventor, Jack-of-AII-Trades, Master Plan 



Powers: Device 19 (battlesuit, 95 points), 
Immunity 3 (aging, disease, poison), 
Regeneration 2 (Regrowth, Resurrection: one 
resurrection check per day) 

Battlesuit: Blast 10 (Alternate Power: Snare 
10), Enhanced Strength 20, Flight 5, Immunity 
9 (life support), Protection 10 (Impervious), 
Super-Senses (radio, X-ray vision), Super- 
Strength 5 (24 tons) 

Combat: Attack +10 (+12 ranged), Damage 
+10 (unarmed), +10 (blast), Defense +8, 
Initiative +2 

Saving Throws: Toughness +13 (+3), 
Fortitude +12, Reflex +5, Will +8 

Abilities 40 + Skills 33 (132 ranks) + Feats 8 + 
Powers 86 + Combat 36 + Saves 16 = Total 
219 



Dr. Metropolis 

Power Level 11 (201 points) 

Abilities: Str 18, Dex 12, Con 30, Int 18, Wis 

18, Cha 10 

Skills: Craft (structural) 16 (+20), Disable 
Device 8 (+12), Intimidate 6 (+6), Knowledge 
(current events) 8 (+12), Sense Motive 8 
(+12), Stealth 6 (+7) 

Feats: Diehard 

Powers: Animate Objects 11 (Power Feats: 
Alternate Powers: Snare 11, Telekinesis 11 
[Perception Range, Limited to urban materi- 
als]), ESP 9 (all senses, Limited to urban 
areas), Flight 1 (Limited to urban areas), 
Immunity 12 (aging, life support, sleep, starva- 
tion), Mind Shield 5, Protection 5 (Impervious), 
Regeneration 6 (injured and staggered: 5 min- 
utes, regrowth: 1 day, Source: urban areas), 



Super-Movement 3 (permeate, Limited to 
urban materials), Super-Senses 1 (radio), 
Teleport 9 (Medium: urban areas) 

Combat: Attack +10, Damage +4 (unarmed), 
Defense +7, Initiative +1 

Saving Throws: Toughness +15 (+10), 
Fortitude +10, Reflex +4, Will +10 

Drawbacks: Weakness (non-urban environ- 
ments, -1 Con per 20 minutes) 

Abilities 46 + Skills 13 (52 ranks) + Feats 1 + 
Powers 101 + Combat 34 + Saves 9 - 
Drawbacks 3 = Total 201 



Lux, Lady of Light 

Power Level 10 (150 power points) 

Abilities: Str 12, Dex 18, Con 14, Int 10, 
Wis 12, Cha 16 

Skills: Acrobatics 8 (+12), Bluff 10 (+13), 
Concentration 11 (+12), Notice 7 (+8), 
Profession 4 (+5) 

Feats: Accurate Attack, All-Out Attack, 
Power Attack, Precise Shot, Quick Change, 
Taunt 

Powers: Light Control 12 (Power Feats: 
Alternate Powers — Blast 12, Dazzle [visu- 
al] 12, Dazzle 8 [visual, Area]), Flight 6 
(500 MPH, alternately choose Burrowing 12 
or Swimming 12), Force Field 10 (Extras: 
Impervious), Immunity 5 (light-based 
attacks) 

Combat: Attack +8, Damage +12 (energy 
blast), Defense +8, Initiative +4 

Saving Throws: Toughness +12 (+2 with- 
out Force Field), Fortitude +7, Reflex +8, 



Will +8 

Abilities 22 + Skills 10 (40 ranks) + Feats 
6 + Powers 64 + Combat 32 + Saves 16 = 
150 

Mystic 

Power Level 10 (150 power points) 

The Mystic is a wielder of the magical arts: 
a magician, sorcerer, or witch. Mystics tend 
to be mysterious and often speak in cryptic 
riddles and rhyming spells. A Mystic is 
capable of both advanced magical rituals 
and spur-of-the-moment spells. See the 
magical ritual rules in Chapter 7 and the 
rules for extra effort and hero points in 
Chapter 6. 

Abilities: Str 10, Dex 12, Con 10, Int 16, 
Wis 20, Cha 18 

Skills: Concentration 10 (+15), Knowledge 
(arcane lore) 8 (+11), Notice 5 (+10), Search 
5 (+8), Sleight of Hand 8 (+9) 

Feats: Fearless, Ritualist, Quick Change, 
Trance 

Powers: Flight 3 and Force Field 12 
(Extra: Impervious) (Power Feat: Alternate 
Power — Astral Projection 6), Magic 12 
(choose six power feats), Super-Senses 4 
(Magical Awareness, Acute, Extended, 
Radius) 

Combat: Attack +8, Damage +0 (unarmed), 
+12 (magic), Defense +8, Initiative +1 

Saving Throws: Toughness +12 (+0), 
Fortitude +5, Reflex +6, Will +12 




Drawbacks: Power Loss (Flight, Force Field, 
and Magic; when unable to speak and ges- 
ture to cast spells, -3 points) 

Abilities 26 + Skills 9 (36 ranks) + Feats 4 
+ Powers 65 + Combat 32 + Saves 17 - 
Drawbacks 3 = 150 

Paragon 

Power Level 10 (150 power points) 

Stronger, faster, tougher, the Paragon is 
all these things and more. The Paragon is 
what many people think of when they think 
"super-hero": super-strong, nigh invulnera- 
ble, immune to mundane concerns, and able 
to fly through the air at great speed. 

Abilities: Str 34 (14), Dex 12, Con 34 (14), 
Int 10, Wis 12, Cha 13 

Skills: Notice 8 (+9), Profession (choose 
one) 4 (+5), Search 8 (+8) 

Feats: None 

Powers: Enhanced Constitution 20, 
Enhanced Strength 20, Flight 5 (250 MPH), 
Immunity 9 (life support), Impervious 
Toughness 12, Quickness 3, Super-Strength 
6 (Heavy Load: 100 tons) 

Combat: Attack +8, Damage +12 (unarmed), 
Defense +8, Initiative +1 

Saving Throws: Toughness +12, Fortitude 
+12, Reflex +6, Will +8 

Abilities 15 + Skills 5 (20 ranks) + Feats 0 + 
Powers 86 + Combat 32 + Saves 12 = 150 



Sentinel 

Power Level 10 (150 power points) 

Abilities: Str 16, Dex 18, Con 16, Int 16, 
Wis 18, Cha 18 

Skills: Acrobatics 8 (+12), Bluff 8 (+12), 
Climb 7 (+10), Computers 5 (+8), Disable 
Device 8 (+11), Drive 6 (+10), Escape Artist 
6 (+10), Gather Information 6 (+10), 
Intimidate 8 (+12), Investigate 8 (+11), 
Knowledge (streetwise) 7 (+10), Notice 8 
(+12), Search 9 (+12), Sense Motive 8 (+12), 
Sleight of Hand 8 (+12), Stealth 10 (+14) 

Feats: Defensive Roll 3, Equipment 4, 
Evasion 2, Jack-of-AII-Trades, Power 
Attack, Skill Mastery (Acrobatics, Disable 
Device, Escape Artist, Stealth), Startle, 
Surprise Attack, Uncanny Dodge 

Equipment: Commlink (1 point), Costume 
(Protection 2), Grapple Gun (Super- 
Movement— swinging 1), Utility Belt (array): 
Flash-bangs (Dazzle 3, Visual and Auditory, 
15-ft. Burst), Alternate Powers: 
Boomerangs, Smoke Bombs (Obscure 4, 
Visual, 20-ft. Burst), Stun grenades (Stun 
3, Ranged, 15-ft. Burst) 

Combat: Attack +12, Damage +3 
(unarmed), +5 (boomerang), Defense +12, 
Initiative +4 



This article was stitched together based on 
Steve Kenson's Developer's Journals 1-20. 
When you get a chance to read through 
this chapter, use whatever super powers 
you got to get to your Local Hobby Store 
and pick up the new M&M2e today! 



